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Dodgeball 


Just one of seven games you can play 
online with My Street. 


My Street™ is overrun with punks. Tearing up backyards with RC race cars. Dominating the beach with games of volleyball. 
And you've already seen what they do with dodgeballs. Create your own character and beat these bullies at their own game. 
Forget all about sportsmanship, and My Street could be all yours. 
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“Game of the year: 


Gamespy.com ~ Xbox Game of the Year 
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‘| “Don’t hesitate to buy this 

ay 
amazing game. 

Electronic Gaming Monthly ~ Editor’s Choice Gold Award 
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“Truly the next generation 


in stealth combat.” 
GamePro ~ 5/5 
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“9.6 highest score ever.” 
Official Xbox Magazine ~ Editor’s Choice Award 
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WHEN YOU’RE THIS DEADLY, 
ONE PLATFORM CAN’T HOLD YOU. 


KkKkkKK 


REDEFINED FOR THE PLAYSTATION 2 


COMPUTER ENTERTAINMENT SYSTEM. 


KKKKK 


Redefined with all-new cinematics and four exclusive new levels, the best 
in stealth combat just got even deadlier. Thermal goggles, prototype guns, 
and the ability to use your enemies as human shields are just a few of 


i d t j in } ° 
6 Playstation.2 2 the weapons an actics in your arsenal. You have 






peen entrusted to protect America’s freedoms. 
You are Sam Fisher. You are a Splinter Cell. 
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I really thought the X- 


Men movie would stink... 


ecause, y'know, up until that point 
pretty much every Marvel Comics 
film ever made had reeked 
(remember Dolph Lundgren’s 
Punisher? | hope you don’t). Then 
Men came out and kicked my ass—that rare 
kind of ass-kicking that | actually enjoy. 
So, | was sitting here thinking that it’s kind 
of poetic that, just as the X-Men movies have 
turned things around for Marvel’s mutants at 


MEET 


the 


TEAM 


Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... id 









the box office, the X-Men are finally getting 
good games, too. X2: Wolverine’s Rage gives 
players what they've really wanted—a game 
all about Wolverine—and Men Legends 
promises a deeper, story-based experience. 
Check out our cover feature on p. 48 to see 
these two big titles for yourself! 

We've also got first looks at some other 
huge games—way too many to list here—so 
be sure to see them all! CHRIS SLATE 


STEPHEN FROST 
SENIOR EDITOR 


LIKES: Fighters & Lovers 
HOBBIES: 80’s Rock Ballads 


if Prof X read your mind, 
what would he find? 

The secret location to my 
own school of mutants. We 
have cooler costumes, too. 


BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


If Prof X read your mind, 
what would he find? 

) Song lyrics, drink recipes, 
| ballistics charts, and, of 

| course, Genny G! 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Shooters, Racers 
HOBBIES: Action Figures 


If Prof X read your mind, 
what would he find? 
That I was reading his 

# mind, reading my mind, 

=.) reading his mind... AHGH! 





DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Pre-baby nesting 
HOBBIES: Counting cramps 


If Prof X read your mind, , 
what would he find? a 

It would be like trying to 

sip from a firehose—his 

puny brain would overload. 





Editor-In-Chief 


Adventure games, 
platformers and everything else 
Comics, hoops, Chili, 
movies, anime, DVDs, drawing 
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Several old episodes of 
Ultraman, the theme song to 
Speed Racer and about two 
dozen faked Lara Croft nudes. 


ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Food Sculpture 


If Prof X read your mind, 
what would he find? 

That my secret dream is to 
own my own Godzilla 
costume. Grrr... Eric smash! 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Clean thoughts 
HOBBIES: Brain washing 


if Prof X read your mind, 
what would he find? 
Where | am leaving my car 
=) keys at night, so | am not 
finding them the next day. 


e’ve got two—count ‘em, two—big new X-Men games for you to drool over! One 
W:: ‘em has the awesome mutant bad-ass known as Wolverine, and the other one 
is an honest-to-goodness X-Men RPG. You heard us right, X-fans—a freakin’ RPG! 


Wee BS oe 





\ _ XCMEN LEGENDS 


www.psmonline.com 
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tombraider.com 





ew 3D Engine and character control take 
full advantage of the latest technology. 







Stealth and hand-to-hand attacks help 
remove anyone in your path. ~ 





The gritty urban underbelly of Europe 
offers whole new environments. 


A bloody crime scene. A ritual killing. A shocking s 


pursuit of good,becomes the desperate flight from evil. Nate 





arrayed against her\believe she’s incapable of the ultimat 
Player/character Kurtis Trent brings his . _ 
own distinct gameplay mechanics. to learn a painful lesson: Payback’s a bitch. 
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Blood 


Violence 
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It’s hell in the Pacific! Battle the Japanese 
from Pear! Harbor to the Philippines. 


DOUBLE X-MEN! 





ith a big time sequel hitting << NEVER IN A MILLION Dy -- 
theaters, the X-Men havenever YEARS DID WE EXPECT wi is 
been hotter! PS2 gets twice TO ACTUALLY PLAY AN THE X-FILES: RESIST OR SERVE 
the x-citement with two hot new games! X-MEN RPG.. >> The truth was out there, until we got a hold 


of it and put it in this preview! 


One Step 
Beyond! @ 


We asked ourselves “How 
would we make our favorite 
games even better?” Here’s 
what we came up with... 





Sony is giving International action superstar 
Jet Li his very own game—check it out! 





ENTER THE MATRIX is 
What the world needs right now Is a oer 
healthy dose of Bullet Time! 
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<< CASTLE-freakin’- 
VANIA is finally coming 
to PS2! >> 56. Is 


nie 4 OE showed promise, bat fell short The sequel, 
however, has just kicked our asses and handed them to us. 


FEATURED REVIEWS 


4 NBA STREET VOL. 2 Hard- 
hitting, hip-hop hoops action! 


4SPLINTER CELL 
Just how stealthy can you be? 


4 DYNASTY WARRIORS 4 
Who will rule China next? 


a CLOCK TOWER 3 The evil 
returns... got your holy water? 





this ney This is not a “mass-market” magazine. We don't focus on “fun for the whole 
family,’ or waste space interviewing movie stars that have nothing to do with games. 
That’s just not what we're into. : 


is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing less. Now let’s get this issue going! 
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A Collecting enough Dark Eco will transform 
Jak into an unstoppable super-being. 


f you’re going to make a sequel, 
make it different—that seems 
to be the motto that Naughty 
Dog is operating under for Jak 
IL. That’s right: Jak If. Oh, 
Daxter’s still in there, but he’s a 
definite sidekick—the real focus this 
time is on Jak himself, which makes 
even more sense once you consider 
how much he’s changed since the 
first game. 

For one, he’s much brawnier. That’s 
because he's been working out... in 
prison. Oh, and he’s also been experi- 
mented on by an evil baron, bestowing 
him with the ability to temporarily 
transform into a invulnerable (and 
quite freaky-looking) “Dark Jak?’ All 
this happened during the two years 


since the end of the last game, where Shei buttesbiln, eked! oft Jak CScapes trokt 
we now learn that Jak steps through a prison with the help of Daxter. 


Rift Gate which leads 500 years into 







the future. 

Having been freed by Daxter and 
bent on revenge, the new long-haired, 
goateed Jak possesses the same basic 
moves as before, but will now be able 
to chain them together into combos 
against the much tougher enemies. 
Jak will also earn a hoverboard, which 
will factor heavily into many parts of 
the game. The biggest gameplay 
addition, however, is Jak’s transforming 
rifle—yep, our boy’s packing heat. It 
will have at least three modes— 








including laser, shotgun, and well. (For instance, you can knock deeper and “more anime than Disney” _ nology is improved: the city which 
chaingun—each specifically geared enemies into the air, then shoot them —_in Naughty Dog’s words; characters serves as the game's hub is 24 times 
towards certain enemies, and gun a la Devil May Cry.) will die, and Jak will swear (yes, he as large as Jak and Daxter’s biggest 
attacks can be worked into combos as The story this time around is talks, and it’s Teen rated). The tech- level, and Daxter’s face in cinemas 





WHAT DO | | 
YOU THINK? Ee EE ech iter vresy 


: Jak and “ : = of enemies this time 
We asked visitors to Ratchet & Daxter = i ie around, including the 
www.psmonline.com which of Clank ELSA likes of this intimi- 
Sony's three big platformer series (42%) A ty 23 L dating, hero-griding 
they you most wanted to see a — pe SAS paca mon- 
sequel to. The votes are in, and... S, 
hey, what does that news story 
say up there? Check it out! Sly Cooper 
(18%) 
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<< JAK’S NEW LOOK |S MORE 


COOL THAN KIDDIE >> 

















>> SEGA AND SAMMY | 
HOOK UP : 





A There will be more than 70 minutes A The ruins outside the city show off A Jak will have to contend with a lot 
of cinematics with high-res models. the game’s improved lighting effects. more shooting enemies. 





>> RESERVOIR DOGS: 
LAS sea 















=> DRIVER MOVIE 
IN THE WORKS 
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hooter 


| 
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| 


4 This bustling city serves as the game’s hub. Jak can commandeer aircraft to get around faster. 












ware. 
fare. R: 











has more polygons than Jak’s whole level design side of 

body in the first game, for example. things this time around. 

There's also less of a focus on collect- There’s a lot more to this very h 

ing things; each of the 75+ “missions” —_ different sequel than we can squeeze C 

will be in some way related to the into this month’s Monitor section, so 

story. Also of particular note, Ex-Sonic expect a more in-depth preview t 

Team member Hirokazu Yasura, soon. The game will make its world o word on a U.S. version yet. | 
designer of the first four Sonic the debut at this year’s E3 and PSM | 
Hedgehog games, is handling the will be there to cover it. oS UBI SOFT REVIVES | 


> Jak’s new 
look is more 
cool than 

kiddie. 


__ PRINCE OF PERSIA 









THQ’S 





NEWEST STAR 


=A BLY Pian Sty.” Se es a 
. Jak learns to use his newly-acquired rifle in one of the game’s 
training stages, where he’ll get earn points for hitting bad guys. 


= 
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Capcom Shows Onimusha 
3—and an Onimusha 
Fighting Game! 





ean Reno (star of The 
frst a.k.a. Leon) is a 

very popular actor in Japan— 
so popular, in fact, that he’s landed a 
co-starring role alongside the first 
game's hero, Samanosuke, in 
Onimusha 3. Reno’s likeness is being 
bestowed upon the character of 
Jacque Blan, a French soldier trying 
to fend off demons who have overrun 
modern-day Paris. 

Players will control Samanosuke 
and Jacque in their respective time 
periods, but their paths will meet at a 
point. Expect Jacque’s game to be 
more Resident Evil-like, thanks to his 
hefty arsenal of firearms, while 
Samanosuke will have many new 
bladed weapons to utilize. On top of 
the interesting plot twist, the game 
will also be the first in the series to 








\ ie ms 
A Cool as he is, we have to admit it’s pretty 
odd seeing Jean Reno in a videogame. 


feature fully polygonal backgrounds. 
The game is slated for release next 
spring in Japan. 

Capcom has also revealed another 
new addition to the Onimusha 
universe: a fighting game entitled 
Onimusha Buraiden. \t will feature all 
of the characters from the first two 
Onimushas, and offer traditional one- 
on-one fighting, plus a four-player 
mode similar to Capcom’s Power 


Castlevania 





classic whip-cracking, 

vampire-smacking adventure 
series have been waiting for: 
Castlevania is on for PS2! Not 
only that, but 


ie the news fans of Konami's 


development of — ™ Koii Igarashi 
4 : wowed us with 
the game is being — castfevania: 


SOTN and is set 


spearheaded by 
to do so again 


Koji Igarashi, the 
man responsible 
for the legendary 
Castlevania: Symphony of the 
Night on PlayStation. 
Screenshots and gameplay 
details are being kept under tight 
wraps until E3, but Igarashi is 


for PS2. 


Returns on PS2! 





promising to reinvent the series for Sony’s newest generation of hardware, 
complete with polygonal visuals—though Konami won't say if the game will 
still be side-scrolling or fully 3D. What we do know is that there will be a 
bigger emphasis on storyline than ever before, and the haunting orchestral 


music style of SOTN will return. 
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A Onimusha Buraiden’s characters sport amazing detail—more than in the adventure games. 















ave i ~ } e 
A Buraiden’s four-player mode looks surpris- 
ingly similar to Capcom’s Power Stone. 











4 Samanosuke’s back in Onimusha 3 with 
Stone games. It'll hit Japan in new swords and a slightly different look. 


November. More on both games soon! 





Mortal Kombat More 
piel Halee et 


| 





> Will we 
be able to 
“reach out 
and freeze 
someone” 
over the 
Internet in | 
MK6? 


e recently spent some time with 
Wises Ed Boon, master of all 
things mortal and kombative, and 
he confirmed that his team is already working 
on a follow-up to last year’s impressive MK 
revival, Mortal Kombat: Deadly Alliance, to be 
released sometime in 2004. 
Why so far away? Well, it seems that the 
“tear everything apart and rebuild 
from scratch” approach 
the team used to make 
MK:DA worked so well, 
Boon and crew are using 
the same technique this 
time. Thus, we can’t tell 
4 you exactly what form 
| this next MK will take. 
| However, we can 
confirm that one word 
kept coming up over 
and over during our 
conversation: online. 
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THE DOG DAYS OF 
SUMMER 


More than any we can remember, this 
one’s looking mighty slim in terms of 
big game releases, apart from Soul 
Calibur I in August. Thank goodness 
the end of the year looks to be one of 


the best ever. 


TOO MANY SPORTS 
GAMES 


Does there really need to be seven 
baseball games on one system, or that 
many games dedicated to any one 
sport, for that matter? 








RUMORS 


GTA4 FOR PLAYSTATION 3 

Well, the first unofficial word on the next “true” 
Grand Theft Auto is officially starting to roll in. While 
a majority of the GTA team works away on the next 
offshoot of G7A3 (currently rumored as GTA: San 
Andreas), a core group within Rockstar North is said 
to be quietly developing the technology behind 
Grand Theft Auto 4—for PS3! Evidently, PS2 just 
isn’t capable of what G7A’s creators have in mind 
for the sequel, so they've got their sights set on its 
yet-unannounced successor. 


MGS REMAKE FOR PLAYSTATION 2 


Rumors concerning future Metal Gear games seem 
to surface at a rate of one per month, and here's 
the latest. Konami has all but confirmed, by way of 
Nintendo Europe of all sources, that the original 
Metal Gear Solid is being remade for Nintendo 
GameCube. That’s nice, but what about us? Well, 
word is that, following an exclusivity period a la 
MGS2: Substance, the game will be making its way 
to PlayStation 2. 





SQUARE ENIX’S NEXT MMORPG 


Here's a quickie: the newly-formed RPG giant, 
Square Enix, is said to be readying a new massively 
multiplayer online RPG for release on PlayStation 2 
in 2005, and that the game won't likely have 
anything to do with the Final Fantasy universe. 


THE GETAWAY EXPANDS 


Finally, a twofer by way of the UK. It seems as if 
Studio Soho's big-selling The Getaway is not only 
getting a sequel, but also an expansion disc. The 
follow-up is said to feature a new lead character 
along with online play and support for Sony’s 
Eyetoy motion tracking camera, while the add-on is 
pegged to hit Europe in December, promising to 
wrap up the plot of the game and boasting at least 
two bonus modes. 
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PSM 


Fill It Out, Mail It In, and Win! 


We want to know what you think of PSM magazine so 
we can do more of the stuff you like, less of the stuff 
you don’t like, and add whatever you think is missing. 
Fill out the form below and send it to: 


PSM Reader Survey 
150 North Hill Drive 
Brisbane, CA 94005 


All submissions received before May 26th will 
automatically be entered in a random drawing for a 
cool PSM Prize pack. Photocopies of the survey will 
not be accepted. 


Name 
Address 











Phone number 
E-mail 








1. How did you get this copy of PSM? 

a. © I’m a subscriber 

b. © | bought it on the newsstand 

c. © It was passed along to me by a friend 


2. Month to month, the magazine delivers on the 
promises of its cover: 

a. © agree 

b. © somewhat agree 

c. © disagree / Explain why not: 





3. How many people read your copy of PSM ?__ 


4. What percentage of the magazine do you 
generally read? 

a. © 1to 25% 

b. © 25 to 50% 

c. © 50 to 75% 

d. © 75 to 100% 

e. © Every word 


Month to month, is PSM worth the price? 
O Yes, always. 

© Most of the time. 

© About half the time. 

d. © Not enough for me to buy it regularly. 


5. 
a. 
b. 
G 


6. On a scale of 1 to 5 (1 being least important, 

5 being most important), define the factors that 

compel you read PSM: 

____ Attitude/personality of editorial staff 

___ Quality of writing 

___ Quality of page layout and design 

___ Quality of photography 

___ Honesty/integrity/frankness of product 
coverage 

____ Timeliness of product coverage 

___ Magazine's help in making product 
purchasing decisions 

____ Brand recognition 

____ Entertainment value 

____ Cover lines/words 

___ Cover subject 


7.Considering all the magazines you read, how would 
you rank PSM on a1 to 5 scale (1 being the least 
favorable rating) in terms of consumer value? —__ 


8. Considering all the magazines you read, where 
does PSM fit on your list of favorites (1 being least 
favorite, 5 being most favorite)? 
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Y (continued) 


9. What do you think of the overall design of the 
magazine? 

a. © It’s cool, | like it. 

b. © I think the design is too busy. 

c. CI think the design is too clean. 

d.O It’s just okay. 


10. Do you find the tone of the writing to be: 
a. © The right mix of fun and informative 

b. © Too serious 

c. CO Too silly 


Tl. In regards to the organization of PSM: 

a. © It’s easy to find exactly what | am looking 
for. 

b. © | wish it were easier to find what I’m 
looking for. 


12. On a scale of 1 to 5 (1 being the least 
favorable rating), which of the following are 
you interested in purchasing? 

____ Last 12 issues in PDF format on a single disc 

___ PSM-~branded stickers, posters, 
calendars, shirts, hats 

___ Monthly electronic version of magazine that 
would replace print version 

___ A less-expensive, disc-less newsstand option 


13. How would you rate the DVD content? 

Choose one. 

a. © Love it! Vital to my enjoyment of the 
magazine. 

b. © Appreciate it most of the time. 

c. © Occasionally find it useful. 

d. © Couldn't care less about it. 


14. What do you think about the DVD interface? 
a. © It’s stunning and easy to use. 

b. © It could look better, but it’s easy to use. 

c. © Could use an upgrade. 


15. Do you want more or less of: 


More Less Same 
a. Table of Contents 
b. Monitor 

c. Checkpoint 

d. Reviews 

e. Scoreboard 

f. Previews 

g. Features 

h. Strategies 

i. Codes 

j. Letters 

k. Fan Art 

|. Reset 






































Remember, all entries received before May 26th will 
be eligible for the Grand Prize drawing on that date. 
So what are you waiting for? Tell us how you'd 
improve the best PS2 mag on the planet and you 
just might win some cool stuff! 





No purchase is necessary to win. The odds of winning depend upon the 
number of entries received. Future Network USA cannot be responsible 
for lost, late, misdirected, or incomplete entries. The prize is nontrans- 
ferable and no substitutions will be allowed. Winners will be deter- 
mined by a random drawing of all valid entries and the decision of 
Future Network USA shall be final. This contest is open to residents of 
the United States only. Return of any prize or prize notification as 
undeliverable will result in disqualification and an alternate winner will 
be selected. Winners are responsible for paying any income taxes on 
the value of the prize received. Void in Rhode Island, Puerto Rico, and 
where prohibited by law. 


| 


| 
| 
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| Bison: Performs a torpedo 
| attack called “Psycho Crusher” 


Bison: Said “Get lose, you can't 
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| electrified punches and kicks 


Destruction Derby 
Goes Online 


ony Computer Entertainment Europe has released 

the first details and screens of Destruction Derby 
Arenas, its online-focused follow-up to the 32-bit auto 
wreck-fests originally developed by Reflections (Driver, 
Stuntman). More arcade style than the three previous 
games, Arenas will feature a variety of over-the-top courses 
that include giant jumps and corkscrews. The game is being 
readied for launch when PS2 goes online in Europe later this 
year, so we'll probably hear more about the game (and 
hopefully U.S. release plans) at E3. 





AThe environments are wilder and the cars are far more colorful as 
Destruction Derby returns—and finally goes online. 


VERSUS MODE 







ROUND ONE: Background 


Bison: Runs a crime syndicate; Tyson: Worked as enforcer for 
has never been in jail crime syndicate while in jail 


Bison: Was the final boss in 
Street Fighter I! 


Tyson: Was the final boss in 
Mike Tyson's Punch-Out! 





ROUND TWO: In Battle 


Bison: Attacks opponents with Tyson: Attacks opponents and 
bites their ears off 


Tyson: Acts like a total psycho 





ROUND THREE: Say What? 


Tyson: Said hed eat his 


compare with my powers!” opponent's children 


Bison: Said “Game Over!” in 
the Street Fighter movie 


Tyson: Said hed fade into 
“polivion” after losing a fight 


~ WINNER: M. BISON! 


www.psmonline.com 





High 
Calibur 
Collectibles 


ore and more, it seems 

that if a game is big, it’s 
got to have a line of action figures 
from McFarlane Toys. Such is the 
case with Soul Calibur Il, and the 
collectible combatants being 
produced for it are looking ever 
bit as stunning as the game itself. 

The initial lineup, due to hit 

store shelves this summer 
alongside the game, will include 
Ivy, Nightmare, Voldo, and Necrid, 
the new home-only character 
designed by Todd McFarlane. 
Unlike McFarlane’s Metal Gear 
Solid 2 and Onimusha figures, the 
Soul Calibur II line will stand 4” 
tall and include a display base. 





AWe’d have to check your ID to show 
you the backside of this great looking 
Ivy figure. 


Ye 





AVoldo makes for one sharp-looking 
figure. Get it? Sharp looking... ? 





DVO Includes 15 Minutes or Unrated” 
Fxtended Aetion Scenes! 





(©2003 Twentieth Cenliy Fox Home Entertainment, Inc, All Rights Reserved. “Twentieth Century Fox," *Fax* and thelr associated logos are the property of Twentieth Century Fox Fm Corporation, LONE Exrextarwen 








CHECKPOINT 


This is your one-stop spot to get a handle on the best stuff headed our way. 


Please keep in mind that release dates are always subject to change. 








Outlook 


















New Releases 





Dungeons & Dragons: Heroes Infogrames 
Freedom: The Battle For Liberty Island Electronic Arts 
TITLE : ___ GENRE PUBLISHER Jacked 3D0 





Return to Castle Wolfenstein Activision 
Street Racing Syndicate 3D0 


ey 


hea 











Daredevil Encore 
Freaky Flyers Midway 
Fugitive Hunter Infogrames 
Robocop Titus 








Gladius Strategy 
-hack: Outbreak RPG 
Hunter The Reckoning—Wayward Action 
The Lost Adventure 


Pitfall Harry Action 
RPG Maker 2 RPG 
Silent Hill 3 Action 
Starsky & Hutch Action 
Soul Calibur It Fighting 


SEPTEMBER 


Celebrity Death Match Fighting 
Fear Effect Inferno Action Eidos 


Action 
Action 
Sports 
Sports 








Indiana Jones and the Emperor’s Tomb Action LucasArts 
Jeopardy! 2003 Misc. Infogrames 
Kengo 2: Legacy of the Blade Fighting Ubi Soft 
Risk Strategy _ Infogrames 
Splashdown 2 Racing THQ 

Star Ocean 3: Till the End of Time RPG Square Enix 


Star Trek: Shattered Universe Action TDK Mediactive © 
True Crime: Streets of L.A. Action Activision — 
Wheel of Fortune 2003 Infogrames 


_OCT./NOV. 








OCTOBER 
Batman: Dark Tomorrow Kemco 
= \ ay Four Horsemen of The Apocalypse 3D0 
. EA Sports BIG is ready to get its game on with NBA Street, Vol. 2— Malice : Sierra 

check out our full review of the game on page 34 of this issue! SWAT: Global Strike Team Sierra 
NOVEMBER 
Crash Nitrocart Universal Interactive 
Die Hard Universal Interactive 
The Fast and The Furious Sierra 

rs Final Fantasy XI Square Enix 
Adventure | Universal Intera Ghost Master Sierra. 

Star Craft Ghost _ Blizzard 
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Here’s a look at some of the 
hottest new gear everyone’s 
talking about 















From: Konami 
Price: $160 
Available: Now (Japan) 


ZOE2 is an excellent game, so it’s only 
fitting that it should get an equally excellent 
special edition treatment. Unfortunately, it’s for 
Japan only and very limited edition indeed. 

The ZOE2 special box set includes the 


game (of course), along with a soundtrack hf| 
CD (featuring the catchy theme song, 

“Beyond the Bounds”), a vinyl “garage kit” 

(paintable model) of the destroyed Anubis, 

and a huge art/interview book. The set 

comes in a striking day-glo orange box 


featuring Yoji Shinkawa’s rough watercolor 
rendering of Jehuty in silver metallic ink. 

This is a must-have keepsake for any serious ZOE fan, 
so track one down on import if you can! 





%) OUR TOP PICK: 


| 05/06/03 

| It might have been the lowest- 
| grossing Trek film ever, but this 
action-packed flick is still a 
solid sci-fi vehicle with plenty 
of extras and jaw-dropping 

] effects to put your home 
theater system to the test. 


TOP 10 DVDs 























2. Catch Me If You Can 05/06/03 
Spielberg’s good—and funny—crime caper. 

3. Dark Angel: Complete First Season 05/06/03 
Jessica Alba in progressive scan. Drooling allowed. 


4. The Hot Chick 05/13/03 
Girl turns into Rob Schneider... it’s not a horror movie! 
5. Extreme Ops 05/06/03 


Okay, you caught us—this is a really, really bad month 
for DVDs. 





d or r y Now that’s what we call a 
special edition! 


TOP 5 MOVIES (THEATER) 
| y | OUR TOP PICK: 





05/16/03 


scenes and 


2. X2 (X-Men 2) 


Marvel's super-crew is back, forced to team with Magneto against a 


military group that’s bent on nixing all muties. 
3. Finding Nemo 


Pixar (of Toy Story and Monsters, Inc. fame) is back with this CG 
animated tale of a fish looking for his lost son. 


4. Bruce Almighty 


Jim Carrey’s latest role sees him gaining the powers of a god for a 
day and catalogs the (unsurprisingly lewd) hilarity that ensues. 


5. Envy 


Ben Stiller and Jack Black play warring best buddies in this comedic 
flick about one friend’s tremendous jealousy towards the other. Barry 


Levinson (Wag The Dog) directs. 


| Star Wars? Bah. Lord of the 

| Rings? Eh. This is the real 

| mega-sequel everyone's been 
| waiting for, and it looks mad 
bones good. Incredible fight 


This one had us at “hello.” Well, it 

) didn’t actually say “hello,” but the 
idea of a next-gen chapter in this 
legendary saga from the director of 
Symphony of the Night is just crazy 
cool. E3 can’t come soon enough. 


Naughty Dog is definitely taking its 
latest series in a new direction... a 
much darker direction. Jak is more [y 
buff, uses guns, and even has wild 

“dark powers.” One thing’s for sure: 
this won’t be your ordinary run-of- 
the-mill sequel. 









hs gap between the Japanese and U.S. 
=| release of this game? Is Namco going 
to add crazy new modes? More char- 
acters? Nah, it’s probably just 

} because they relish making us wait. 


We haven’t heard much new about 
this one, except that it’s almost 
certainly due to release in 2004 in 
the States. You count on us to dig 
even deeper in the coming months 
to expose more details on this 
radically different title. 





All right, Shiny... we're quite ready to 
Enter The Matrix, so will you please 
let us in? This should be the movie 
game to end ‘em all—it’s got the 
right look; we’re waiting to see if it 
has the gameplay to seal the deal. 





Let’s see here: it’s got Yuna wearing 


Trinity—yummy! hotpants and brandishing guns. 
05/02/03 We'd honestly have chalked it up as 
Internet rumor, but it’s very real, 

and looking very good. The | 


05/30/03 mission-based aspect of the game 





Pretty stuff. 
05/23/03 


Everyone wants to lead a superhero 
squad at one point or another. Some 
i of us are in a superhero squa—uh, 
nevermind. This game will let the 

= former group do that. The latter had 
better keep their lips zipped! 


05/30/03 





It’s about damn time Jet Li gets his 
own videogame. The guy has been 
amazing in such great flicks as Fist of 
Legend, and we can only hope that 
Sony’s Foster City dev team does his 
martial arts mastery justice. So far, 
so good from the looks of it. | 





If we want a good scare, we usually 
tell Bill that we’re really Communist 
spies. Thankfully, this sequel is on 
the horizon, and seems much more 
frightening than our managing 
editor’s patriotic rampages. 





Not to be confused with Rise to 
Honor, this is EA’s latest WWII first- 
person shooter. The last few games 

in the series have been great, so we 
obviously have very high hopes for 
this one, which is set in the Pacific 
theater of operations. 
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A true fan 


Knows the organist and the mascot’s real identity. 


Would play for free. 


Has never caught a ball, but always brings a mitt. 


Understands the infield fly rule. 





SEQUEL TO THE TOP-RATED BASEBALLGAME _®': 
BY OPM, GAMEPRO AND EGM. snr 


so 5X ~ lie - cerned DO 
SF MARI ist 0-0 10UT Gaauae, 
> 2 oe 
vio Sas Te 
ES Geom mone om 





EVERYONE 


® 


Visit www.esrb.org or 





call 1-800-771-3772 
for Rating Information. 





PlayStation.e P a= > 4 NINTENDO 


© 2003 The 3D0 Company. All Rights Reserved. 3D0, High Heat, Two On Two Showdown, and their respective logos, are trademarks or registered trademarks of The 3D0 Company in the U.S. and other countries. 


™ 
© MLBPA Official Licensee - Major League Baseball Players Association. Visit the Players Choice on the web at www.bigleaguers.com. Major League Baseball trademarks and copyrights are used with permission of f 
Major League Baseball Properties, Inc. Visit the official web site at MLB.com. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. TM, ®, Game Boy Advance and f 
the Nintendo GameCube logo are trademarks of Nintendo. © 2001 Nintendo. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or 


other countries and are used under license from Microsoft. All other trademarks belong to their respective owners. www.3D0.com 


Can spot a change-up a mile away. 


Will hug a stranger over a sac fly. 


Can name the farm teams. Double-A, too. Heck, Single-A. 


Can find the shortest hot dog line. 


Only plays HIGH HEAT™ 








“This is the only next-generation title that peabiateally 


re-creates every facet of the game.” 
— EGM (March 2002) 


“Console baseball’s first grand slam.” 
— OPM (March 2002) 


LEIS FISTS 


@ New graphics include all new, motion-captured animations 


@ New Career and Franchise modes include full Minor Leaques™ system 
(AAA, AA, A) and unlimited seasons 


@ Two On Two Showdown™ mode for the ultimate quick game fun 


Roose "megesese anbea? solew 


@ Improved award-winning controls, A.I., and baseball realism 
@ Curt Schilling consulted to create 27 individual pitch types 


REAL. BASEBALL. 


www.highheat.com 
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CONTENTS 


ED Amplitude 

EE) Clock Tower 3 

EO) Dynasty Wartiors 4 
EG) Gallop Racer 2003 
EL Grand Prix Challenge 


ED) Splinter Cell 


EG) wsp 2k3 - a ‘= A It may seem like a simple thing, but the ability to grab pieces of the 
ee : \ = is << environment and use the ids i . 
EG WWE Crush Hour m as weapons adds a new dynamic to battle. 


eucenes/\Ws | ZONE OF THE 
‘i ENDERS: 
= THE 2ND RUNNER 


eee ee 2, y : Version 2.0 of Konami's mech 


3 very coop 


Ban gt a. oo \ epic is a sword-clashing, 
7 > Jehuty is one agile, | SW 6building-smashing, 


OKAY 
Kind of fun, but no big deal anime-style, metallic 


EB 50-0 = SW > eye-popping blast 


You've got to love the subject matter 


eB wc 


ING 
Big flaws really hurt this game 





(i) classic 


A rare gem; Our highest 


BAD / 
Not fun at all : } y es n beginning this review, allow us to 
2 | AWFUL. sae j whip out the first (but definitely not 
: ; : the last) transforming robot toy 


WHY? f 5 
as Why would anyone do this to us? es e. analogy you’ve ever read in PSM. 
. : 5 > You see, the original Zone of the Enders 

e take our reviews very serious- <A § 3 3 i a ‘i a 
W ly. We spend hours upon hours ah ; was like a Go-Bot: a cool idea, but it was kind of rough and there wasn’t much to it. 

playtesting each title so that we sireshclenae 3 \ ZOE2, on the other hand, is like a Transformer—one of the big muthas with all thecool 
can give you the absolute best informa- / P : ra accessories, loads of polish, and plenty of complexity. Under the command of fresh- 
tion to help you buy. : : aS a < faced game director Shuyo Murata, the crew at Konami Computer Entertainment 


Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 


Japan (which also serves as HQ to Hideo Kojima and Metal Gear) has taken everything 
we loved about the first ZOE and not only made it better, but has also given us more 


out easily, so if you see one on a review, ‘ S of it, with a great story and—most importantly—more variety across the board. 
a game box or advertising, you'll want to \ see 
be sure to check that game out. a Every enemy has strengths and weaknesses. You  MECHIN’ IT BETTER 
Finally, when looking up past scores, won’t nix a Mummyhead with frontal attacks. There’s no denying that the original ZOE was a beautiful game with great control and a 


keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 24 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #71 MAY 2003 / www.psmonline.com 







A Grabbing other mechs isn’t just useful in 
combat—you'll also need to help out allies. 


groundbreaking 3D camera system. 
However, the game was universally 
criticized in three key areas: story, 
length, and gameplay variety. Given 
that the core bits of the game— 
control, camera, visuals—were so 
solid, Murata and his team were 
free to work on the things everyone 
griped about. They evidently had 
some time left over after ironing 
them out, though, since they also 
managed to tune-up the game's 
already great aspects. 

Control-wise, ZOE2 is very similar 
to the first, with two big additions. The 
Jehuty (hey, we didn’t name it) is one 
nimble Orbital Frame—dashing, blast- 
ing, and slashing its way around the 
game world. Unlike ZOE’s “Mark 1” 
version, however, this one can also 
lock onto multiple enemies with bril- 
liant-looking homing lasers (more on 
that in a sec) and use grabbed ene- 
mies and objects as weapons. About 
multiple enemies: in the first game, 
you'd take on a handful of bad guys at 
once, but now there are many times 
when you're faced with half a dozen 
formidable ‘bots, plus countless 
smaller enemies—hence the useful- 
ness of the swarming, multi-lock-on 
homing laser. 

This alone makes the game's bat- 
tles far more epic feeling than the 
first; the fact that each of Jehuty’s 
gradually earned sub-weapons has a 
very specific role in battle gives them 
the strategy they were sorely lacking. 


MEN (AND 
WOMAN) 


It’s several years after the first ZOE, 
so we're introduced to a (mostly) 
new cast of main characters. 


DINGO 

Our hero. Jehuty’s runner has an { | 
interesting past, to say the least “| 
(we won't say more for fear of —‘ 
spoiling things). Oh, and he can’t 
leave his mech without dying! 


THE RUNNING 


A The Clod is big and hard to escape from, 
but also makes an excellent shield. 


Take the Gauntlet, for instance: it 
knocks enemies backwards upon 
impact, which is highly useful since 
they take double-damage when 
thrown into walls and objects. That’s 
just one example; Jehuty gains more 
than half a dozen such weapons over 
the course of the game. 


VIVA VARIETY 

So the combat’s more varied, but so 
are the combatants. While some of 
the first game's enemies show up, 
there are just as many new foes to 
contend with, each executing vastly 
different attack strategies and pat- 
terns of their own. So, like the best 
action games of old, you're really 
forced to learn their unique weak- 


A Timing the use of your shield is crucial to 
effectively breaking enemies’ combos. 


beyond. No longer mission based, the 
game is one long narrative broken up 
with plentiful cinemas (although the 
gameplay/movie ratio is much better 
than MGS2) and changes of pace. 
One level, for instance, has you fight- 
ing while trying not to harm civilians 
(a la the first game), while another 
has you meticulously navigating a 
defense grid. Two “traditional” battles 
in particular are simply awe-inspir- 
ing—one against giant space cruisers 
and the other against hundreds of 
enemies simultaneously. 

The word “awe-inspiring” can also 
be used to sum up the game's graph- 


nesses in order to survive. Murata-san 


has also taken a cue from the current 
shooter trend, best described as a 
“boss battle bonanza” There are no 
fewer than a dozen boss encounters 
in the game (including different 
“attack configurations” of certain 
bosses). The boss battles 
themselves are also far more 
inventive, including one which takes 
place in total darkness, with only the 
voice of Jehuty’s onboard computer 
ADA to instruct you. 

Finally, the game world itself is 
(thankfully) more varied. Where ZOE’s 
action unfolded solely inside a space 
colony, ZOE2 takes you from a snow- 
covered moon to the bowels of a star 
cruiser to the surface of Mars and 












Ne al 


- KEN 
The femme fatale—but who's side is 
__ she on? Tip: get her mech near the 
» lava after finishing off Nephtis for a 
COLo em oe 8, special surprise. 


4 


ee 


<< DOMO ARIGATO, MR. ROBOTO! — 
“WE CANT WAITFOR 
THE 3RD RUNNER >> 





A This battle against hundreds of enemies is 
one of the game’s amazing high points. 


ics—yes, they are actually better than 
the first, which is a feat in itself. In a 
nutshell, everything about the visual 
presentation has been turned up— 
the explosions look better, the mechs 
look better, and the special effects 
look better. There’s more visual vari- 
ety, thanks to the various locales, and 
the hand-animated, anime-style cine- 
matics really fit the whole “mech 
anime simulator” approach of the 
game better. 


A WRENCH IN THE WORKS 
Speaking of the cinemas, they’re one 
of the few areas where we really felt 


A Artist Yoji Shinkawa’s mechnical designs for this 
sequel are far more inventive than the first’s. 
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NOHMAN 5) doy avs { 
The big bad guy. He pilots ul if 

d —_ Anubis and wants noth- ri 

& ing more than to harness § 


the power of Metatron | 
for, in his words, “com- mn 


plete destruction’ 


Leo 


) Wichice-cconcis 


He's all grown up now aa 
* and slightly less 
) annoying than 
4 adolescent 

~~ Annakin 
Skywalker. 
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following the completion of his first big game. 


PSM: First off, are you happy with the way the 
game turned out? 

Shuyo Murata: | am very happy. I could be very 
greedy and want more, but the game turned 
out to be one that | myself could enjoy a lot. I 
have played the game so many times during development, and | still 
enjoy playing it. This does not happen that often. 





PSM: Were there any elements of the original game design that you 
weren't able to include? 
SM: Tons. In the early planning stage, we wanted to use voice recogni- 
tion so that the player could talk to ADA. Another one was allowing 
the player to grab the enemy, turn the enemy into a sword, and 
absorbing abilities of different enemies to “customize” that sword. 
What's important in game development is 

boys deciding in which direction you want to 

| d fep | oce head and making refinements as you head 


' in that direction. 
Jehuty wilh ee 
Fi PSM: If you had to go back and change one thing 
a b (a) b 2 IM GB aboutthe game, what would it be? 
: oLny SM: I’d replace Jehuty with a babe in a swim- 
SWIMSUI fl suit! Seriously though, we have done our best 
in creating and finishing up this game. There 
really is not much | want to change. If | were to change one thing, I’d 
rather start all over from scratch. This is not because | am not satisfied 
with ZOE2. It’s simply because we are greedy. 


ERPS 


A Knocking enemies into the surroundings 
plays an important role in combat. 


PSM: Are there any secrets in the game that even the most skilled players 
might not know about? 

SM: We haven’t really hidden much. All of it is there, but some of 
them are not that obvious. For example, press the L3 and R3 buttons 


when ADA talks to you. If you spend enough time playing the game, RS cia ahilicenciiics araineeniethe 

you'll discover many things. If you have completed the game once, sense of scale is great in this game. 

play the game again to discover things available only in the second 

time on. ZOE2 hit a wall. While they look 
beautiful, the actual dialog and voice 

PSM: Last but not least, do you have any plans for future games in the acting, while better than the origi- 

ZOE, universe? nal’s, is woefully sub-par. With so 

SM: I would like to work on another ZOE game. That depends on how much effort obviously put into the 

well the game sells and how many people ask for another game. gameplay and visuals, it was a bit 


sad to see the narrative side of the 


Everything about ZOE2 looks amazing, but we have to give special 
recognition to its explosions—they’re truly mind-blowing. 
: or 


rs 
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MECHA-MANIA BOY [he game's graphics are 
7082 rector suyomratataiswinesn  OClUally better than the first, 


which is a feat in itself” 





A Mummyheads are able to restore their 
comrades’ energy, so take them out first. 





game so underdone in comparison. 
Don’t get us wrong: the story itself is 
solid, but wonky lines and half-heart- 
ed acting (despite some fitting voices) 
keeps it from being as good as it 
could have been. At the opposite end 
of the spectrum, the soundtrack is 
pure gold; it’s definitely one of the 
best we've heard in a while. 

Game length is one area that will 
have players divided. A good player 
will get through it on normal difficulty 
in around seven hours, which is still 
considerably longer than the first 
game. Considering how enjoyable the 
experience is, one can’t help but 
want more, but much like the original 
Metal Gear Solid, ZOE2 is a well- 
paced story, not a Tolkein-esque epic 
on the level of Final Fantasy. Much 
like the first ZOE, KCEJ has included a 





A Naritas can transform into jet mode and 
make a fiery charge at Jehuty. 








THIS IS WHAT WE KNOW. — 
IMAGINE WHAT WE DON’T. 











» Those who played the first ZOE wanted 
more enemies to deal with at once, and 
Konami graciously complied. Some 
scenes—such as this one—have you blast- 
ing dozens of swarming foes with Jehuty’s 
homing laser. 
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ANIME ALL 
THE WAY 


The gameplay looks just like a really 
good mech anime, so why shouldn't 
the cinemas? 


> The first game used CG cutscenes—we like 
the anime style a whole lot better. 


A When human characters aren’t on-screen, 
the cinemas switch to in-game graphics. 


A There’s a reason the game got an “M” rat- 
ing—the cinemas are quite graphic at times. 


Versus Mode for those who finish the 
game, but there are also several Extra 
Missions to tackle—mostly time- 
based challenges and the like. There’s 
also an extra special treat for those 
who earn 100% completion, especial- 
ly if they happen to be fans of 
Konami's classic shooters. (Hint: one 
of the game’s main mechs is called 
Vic Viper.) 


PSV OUTSTANDING 


Better than the original in every way, this is 
FINAL SCORE 


All told, ZOE2 is exactly the kind 
of game want to play—and will 
enjoy— 100% of. Murata and his 
team haven't just given us a great 
sequel, they’ve also created one of 
PS2’s best action games; one that 
comes within mere inches of achiev- 
ing classic status. Domo arigato, Mr. 
Roboto—we can’t wait for the 3rd 
runner. RANDY NELSON 


one of the best looking and best playing action 
games available on PS2. Poor voice acting and 
rough dialog keep it from scoring higher. 


A Even the most basic of enemies puts up a 
good fight—especially in packs. 


A The transforming Vic Viper is piloted by 
Leo Stenbuck, star of the first game. 


A If you like boss battles, you’re in luck. 
ZOE2 has at least 11 unique encounters. 


HOW IT STACKS UP 


ZOE: The 2nd Runner 
Zone Of The Enders 
Battle Engine Aquila 
Robotech: Battlecry 
Armored Core 3 
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KNOW YOUR FOE 


These bad ‘bots try their best to 
kick Jehuty’s booty. 


> CLOD 

Avoid at 

all costs. This 
unfortunately- 4 y de 
named brute 

can suck Jehuty 

in and piledrive 

it into the terrain. 


<4 CYCLOPS 
) Beware its 
powerful 
punches. This 
guy's best 
blocked, then 
slashed, once it’s 
done with its 
rope-a-dope. 


> LEOPARDO 

Fast and furious, its 
spinning attack is 
especially nasty. 
Use Gauntlet 

to pummel 

it into walls 

Fae he)s)(-a 


A MUMMYHEAD 

Not sure where the name came 
from, but this mech is heavily 
armored and packs a nasty 
beam cannon. Hit it from behind. 


| «Narita 
Transforms 
)’ between 
robot and 
\/' jet modes. 
M Watch out for 
/ for its 
) lightning-fast 
\ dash attack. 


} 


> RAPTOR 

The basic 

bad guy. It slashes, 
has a shield, and 
looks absolutely 
nothing like its 
dinosaur namesake. 
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no arms. no legs. huge features. 
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PLUNGE into 56 ENORMOUS 
levels and WHIP OUT 
all new powers & gear like 
the Heavy Metal Fist and LockJaw 
to battle the GARGANTUAN 
Hoodium Army led by MASSIVE 
transforming bosses. 


Byman3 


ae —~_| ; 
| Ubi Soft Me HOoOpLUM Havoc 


Enter to win a trip to Jamaica at: 







EVERYONE 
Official trailer 


featuring “Madder” 
by Groove Armada, 
courtesy of Jive Records. 






Violence 
Comic Mischief 





_www.rayman3.com 


se REVIEWS 






» Splinter Cell may 
share some core simi- 
larities with Metal 
Gear, but Sam Fisher 
is a much deeper 
character than Solid 
Snake control-wise. 


Infiltrate the 


SPLINTER CELL 


Solid Snake has finally met his match 


GAME INFO 


Fa ~ 


top-secret 
dirty work. 





PUB UBI SOFT | DEV RED STORM | TYPE ACTION | MAX PLAYERS TWO | ESRB RATING MATURE 


> Sam Fisher is the 
“splinter cell/’ an 

elite NSA operative 
that does the gov- 
ernment’s most 





East Wing. 














s there room enough on PS2 for 

two top-rank espionage games? 

There is—if they’re as different 

as MGS2 and Splinter Cell. 

Where the former takes the 
cinematic action route, Red Storm’s 
game, set in Tom Clancy’s world of 
intrigue and “black” operations, could 
best be described as the ultimate 
simulation of actually being a National 
Security Agency field operative—one 
of the “wet ops” agents the govern- 
ment won't even admit exists. 

Sam Fisher is the “splinter cell) a 
one man special forces team with 
gear and gadgets that would make 
SEALs and MI6 members go camo- 
colored with envy. As Fisher, you trav- 





A Pass keys are so passé—Fisher can ram 
enemies’ faces into retinal scanners in order 
to access off-limits areas in the game. 


el to the former soviet bloc republic 
of Georgia to locate two missing com- 
rades and, once there, get pulled into 
a web of intrigue. While the story is 
the always-compelling 
Clancy fare, realism is 
the real star of 
Splinter Cell. 
Sneaking, peek- 
ing around corners, 
silently grabbing 
guards... these are things 
we've all done before. Where 
Splinter Cell really evolves the genre is 
through the sheer variety and inven- 
tiveness of challenges Fisher is pre- 
sented with, and the equally impres- 
sive variety of moves and devices he 
has to deal with them. As wowed as 
everyone was when Solid Snake first 
used a guard as a human shield or 
shot out a light, the level of interac- 
tion you're given in Splinter Cell is 
truly remarkable. Fisher can not only 
perform all the “standard” sneaky 
stuff, but also crouch while moving, 
climb from overhead rails, utilize zip 
lines, rappel down buildings... and the 
list goes on. Then there are his 
“toys”—things like a fiber-optic cam- 







era that can be used to peek under 
doors before entering a room, sticky 
cameras that can be fired into place 
and used to scope out enemies, and 
even a laser microphone for hearing 
what enemies are saying 
behind glass. He can 
even interrogate ene- 
mies once he's 
grabbed them, or force 
their faces into retinal 
scanners to gain access 
to off-limit areas. 

This all adds up to Fisher being a 
great character to control, but it’s the 
mechanic of always being able to tell 
when you're well lit—via an on-screen 
meter—along with great level design, 
enemy Al, and event scripting that 
really seals the deal. Each mission not 
only teaches you new skills, but also 
pushes them to the limits while creat- 
ing a true sense of danger and sus- 


PSsivi 


FINAL SCORE 






pense. This leads to the game's 
visuals themselves, which are 
easily some of the most atmos- 
pheric ever. Through a combina- 
tion of meticulous detail and awe- 
some lighting, they really make the 
levels come alive. Fisher’s silky- 
smooth animations only solidify the 
feeling that you are a covert opera- 
tive sneaking around in a real place. 
Given its highly realistic nature, 
Splinter Cell isn’t a walk in the park. It 
requires patience and strategy to 
truly get the most out of it. There’s a 


OUTSTANDING 


This is the next generation of stealth game. 
It’s hyper realistic, intense, and packed with 
awesome gadgets. Not as polished as MGS2, 
but the core gameplay is more involving. 
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REVIEWS «2 


FASTER! 





4 How’s this for character control: A Hiding bodies is very important, A Fisher must have legs of steel to 
you can actually shoot enemies while —_ but they can’t be ditched in well-lit pull off this impressive—and highly 
using another as a human shield. locations such as this one. useful—split-jump move. 


AH YEAH! 
PSM BREAKDOWN sees 


> Even the health 
| meter is realistic; 
) Fisher can only 
») withstand a cou- 


ple of gunshot 


The lighting y wounds before [ | 
and shadows j "} going down. — tT 


in the game 
are simply 
stunning. 


cealed Fisher 
is; the darker, 
the better. 


i Coo YEAH BABY! 


> Fischer’s many 
weapons and gadg- 
ets can be quickly 
cycled through. 


FASTER!!! 


As the splinter 
cell, you have 
F[ee= i (8) 


rT 
aSEeT ae 5 : some very 
A Night vision plays a crucial role in the high tech 


game, but play mechanics such as rap- 
pelling are also put to good use. gadgets, but 


“Ruy C'MON BABY 
n there are also ' : 
good deal of trial and error, but points when _~ ; 


there's less and less of it as you good, old 
really come to grips with the idea fashioned lock 
of “being” Sam Fisher and using all picking comes 
of his many skills. There are also into play—but 
points where you feel a little too iactaad ota 
confined to a set path, but they're simple “pick 
few and far between. 


Overall, Splinter Cell is one of the Dc Cor: ei 
‘ ae mand, you 
most compelling and realistic games eralido ube 
on PS2, and one that anyone who's y ¢¢¢ @ 


been waiting for the next generation IE ¥ pet 

‘ with the 
of stealth gameplay definitely needs analog stick! 
to experience. RANDY NELSON Pes 


HOW IT STACKS UP > A fiber-optic 


Metel Gear Solid 2 tarsi) laser . 

. microphone, ani 
Splinter Cell lock pick are just 
Hitman 2 three of the useful 

spy gadgets you 
Tenchu: Wrath of Heaven can use. 


Ghost Recon 
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PINAL” PUB EA | DEV NUFX/EAC | MAX PLAYERS FOUR | ESRB RATING EVERYONE 


A The difficulty o 
pretty smoothly over the course of the game. | | 
As you get better, though, they really start to | 

work on you. a 





NBA STREET VOL. 


EA goes all-out and delivers one massive slam dunk 





sana 











ver the past few years, 

the EA SPORTS BIG brand 

has managed to establish 

itself through the release 

of numerous innovative 
and high-quality titles. From the origi- 
nal SSX to DefJam VENDETTA, there's 
always been a high level of polish and 
originality that’s gone into the games. 
In fact, the only real black sheep 
would probably have to be Sled 
Storm, which never quite lived up to 
its potential. Fortunately, NBA Street 
Vol. 2 will help you to forget all that. 

While building upon the well-loved 

formula of the first Street, Vol. 2 
throws a lot of refinement and addi- 
tional gameplay features into the mix. 
To start things up, 145 NBA players 
are featured, along with six street leg- 
ends and 25 NBA legends. True 





greats, such as Wilt Chamberlain, Dr. 
J, and Pistol Pete Marovich once again 
call the courts their home. Even MJ 
makes an appearance in several of his 
classic forms. 

Jumping into the game, both the 
offensive and defensive sides have 
benefited from some cool new play 
mechanics. You can now actually get 
your teammates to alley to you, 
allowing you to become the Oop, in 
an alley-oop. Also, the Gamebreakers 
have returned, but can be taken to a 
second level, if you have the skills to 
pull off enough tricks. On the defen- 
sive front, turbo-based steals and 
jumps allow for more options, while 
the ability to cancel an opponent's 
Gamebreaker is now possible, but 
only at the cost of your own. 

Right off, if we had to really shine 
the proverbial spotlight on one area 
of this game, though, it would have to 
be the massive number of unlockable 
items. Not since Mortal Kombat have 
we seen this much time put into extra 
bonuses. You're going to be spending 
months just trying to discover all of 


<4 The developers have decided to go ina 
unique artistic direction, especially when 
compared to the original game. 





wt ES RIPE 2 
A Turbo-assisted blocks now allow you to 
really get into the face of your opponents. 


them, which range from special uni- 
forms and old-school players to clas- 
sic courts and almost anything else 
you can think of. This is truly a b-ball 
fan’s dream come true. 

In virtually every aspect, the 
developers have gone well beyond 
the call of duty to deliver a product 
that’s worthy of the “BIG” label. If all 
game sequels were of this caliber and 
depth, the gaming world would be a 
far better place. We still wished there 
was some way to call plays, and man- 
ually adjust the defensive coverage, 


~ With plenty of over- 
the-top dunks, playable 
street and NBA legends, 
and a large variety of 
courts, this is a must-own 
game for b-ball fans. 





. Wes 














A The more robust “Edit Baller” mode 
allows you to change the look, moves, and 
skills of your own player. 

but those are things probably better 
suited for b-ball sims. For an arcade- 
style hoops game, NBA Street Vol. 2 
has most certainly sunk the winning 
shot. STEPHEN FROST 


HOW IT STACKS | 
NBA 2K3 
NBA Street Vol 2 


NBA Live 2003 
NBA Shootout 3 
NBA Starting Five 








PSM 


FINAL SCORE 
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OUTSTANDING 


With plenty of gameplay additions, four-play- 


er support, and unlockable bonuses, NBA 
Street Vol. 2 remains the true king of the 
street hoops genre. 





AV a ge PUB CAPCOM { DEV SUNSOFT | MAX PLAYERS ONE | ESRE RATING MATURE 


Y Alyssa has some excellent motion 
captured movements, but don’t ’ 
look for C73 to be visually on par 
with Resident Evil or Silent Hill. 


CLOCK TOWER 3 


The biggest challenge 
is controlling your fear 


A With a limited amount of splashes in 
your Holy Water vial, you'll be running 
for refills whenever you can. 


ressed in schoolgirl 
attire, you are Alyssa, 
a 14-year-old girl with 
a sinister family back- 
ground that she’s 
blissfully unaware of until the 
approach of her 15th birthday 
brings about some strange 
events. Returning to her child- 
hood home from boarding 
school after receiving a strange 
letter from her mother, she is 
immediately drawn into a string 
of ghastly confrontations with 
serial killers from the past. Her 
job is to restore peace to each of 
their many victims, then ulti- 
mately “judge” the killer in a 
boss fight. 
It’s during these boss fights 
that Alyssa will be armed her 
only real weapon: a mystical 


Y Learning a killer's pattern in a boss 
fight is the only way to find enough 
time to power up an arrow attack 
that will “anchor” the enemy. 


crossbow. Otherwise, you'll have 
to contend with danger bearing 
only a vial of Holy Water to slow 
down enemies until you can find 
a proper hiding place to wait out 
the killer’s rampage. But 
beware—if you're too slow, the 
killer may take some swipes at 
you, which increases your “Panic 
Meter’ If your Panic Meter hits 
maximum, you're sent running 
around with little to no control 
over Alyssa’s actions. If she isn’t 
able to calm down before getting 
smacked by the killer, it’s game 
over. Therefore, you'll have to 
creep around each environment 
in order to avoid attracting their 
attention. 

Capcom's additions to the 
franchise make the C73 much 
closer in feel to other survival 
horror games, with its 3D 
action control scheme and 
“Panic Meter” (which might as 
well be a health gauge), but it’s 
difficult to say whether it’s at 
the expense of the original 


game's spirit. The constant nip- 
ping of killers at your heels when 
you're simply trying to explore or 
solve puzzles also takes away 
from the depth of the game, and 
borders on annoying (killers lose 
their scariness if they become 
nuisances). It doesn’t help that 
the game is quite short as well 
(even with some of the addition- 
al modes unlocked), but it’s hard 
to deny that C73 doesn’t have 
some intense moments that will 
appeal to most horror gaming 
fans. With its disturbing premise 
and unique approach to instilling 
fear in the player, it’s worth a 
look. FRANCESCA REYES 


HOW IT STACKS UP 


RE: Code Veronica X 
The Thing 

Clock Tower 3 

Silent Hill 2 

Fatal Frame 


PSivi 


FINAL SCORE 


GOOD 


} A good attempt to innovate the 
survival horror genre that doesn’t 
deliver nearly enough depth to 
wholly satisfy. 
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Now With Gambling 
It's Even More Exciting. 


Experience the rush in Gallop Racer® 2003: 

A New Breed, the latest installment in the 

action-packed Gallop Racer Series. With all 

new features and a brand new enhanced 

gambling system, Gallop Racer® 2003 

immerses you into the exciting and fast 
paced world of horse racing! 





ARAM N OV 
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¥ When your character sparks up his own 
little Aurora Borealis, it’s a sign that some- 
thing bad is about to happen to someone. , 


GAME INFO 











or those unfamiliar with the 

series, Dynasty Warriors 4 

casts the player as one of 

over 40 warriors who actu- 

ally existed (in slightly less 
superhuman form) during the war- 
ravaged “Three Kingdoms” period of 
Chinese history. Thrust into China’s 
most historic battles, you must reap a 
path to victory through entire enemy 
armies, one soldier at a time. 

This is easily the best Dynasty 
Warriors game yet. There are more 
characters, attacks, and levels than 
ever, and the game's flagship Musou 
(read: Career) Mode is greatly 
improved. There are optional one-on- 
one duels with enemy generals now, 
and your characters level up over 
time, finding new items (including 
orbs, which give your special attacks 





an elemental effect) and learning new 
attacks. Plus, you can switch warriors 
any time you start a new level, or 
even create your own legendary fight- 
er (though the creation options are 
disappointingly limited). 

The game really shines in two- 
player, split-screen mode. You can 
play any Musou level cooperatively, or 
face off in a number of multiplayer 
games like Escort, in which you must 
protect your carriage while simultane- 
ously destroying your opponent's, and 
Influence, in which you race to find 
items that will convince other war- 
riors to attack your opponent instead 
of you. 

Now for the bad news: Omega 
Force has staunchly refused to correct 
a few problems that have nagged the 
series since its inception. The biggest 
culprit is the camera, which tracks 
slowly and zooms in too closely, mak- 
ing it difficult to keep track of a par- 
ticular target. The ability to lock onto 
an enemy, or at least center the cam- 
era while executing a combo, would 


< Horses appear on almost every level 
(there are even elephants on a couple), 
though you'll usually have to kill an enemy 
general to get one. 


A You can create your own character as 
well, though the options are very limited. 


be a huge improvement. 

Besides that, the draw distance is 
still short (though the graphics contin- 
ue to improve), mounting a horse or 
elephant is still ridiculously difficult, 
and there’s still a serious lack of vari- 
ety in what the player is required to 
do from one level to the next (it 
always boils down to “kill everyone— 
by yourself”). Moreover, as proud as 
Koei is of the new siege weaponry: 
portable bridges, battering rams, 
flame-spewing tanks, etc., it appears 
in only a handful of levels, and the 


PUB KOEI | DEV OMEGA FORCE | MAX PLAYERS TWO | ESRB RATING TEEN 


















A The environments range from snowy 
mountains to deep jungles, but they’re all 
crawling with bad guys in need of smiting. 


A This battering ram will roll out to bash 
open an enemy gate for you. 


player never has control of it anyway. 
The game still rocks, but as this is the 
fourth game in the series, we really 
hoped for some more refinement and 
evolution. ERIC BRATCHER 





HOW IT STACKS UP 





Rugar 8 
Dynasty Warriors 4 8 
LOTR: The Two Towers 7 
Dynasty Warriors 3 7 
DW3: Extreme Legends 6 





PSM 


FINAL SCORE 
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VERY GOOD 


If you've never played a Dynasty Warriors 


game, you owe it to yourself to experience it. 
Just don’t expect a huge evolutionary step 
over the last version, and you'll love it. 
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WWE CRUSH HOUR 


eveloped by the little known Pacific 
De Power & Light Company, THQ’s 

latest budget title based on the WWE 
surprised us when it came racing down the 
pipeline. Not 
only is the game } : 
packed with 
over 30 
wrestlers and 
different types 
of vehicles, it 
has plenty of 
power-ups, 
cleverly 
designed stages, and a myriad of smaller ele- 
ments to tie it in with its license. 

Granted, the controls are a little simplistic and 
the car design unimaginative, but that said, you 
definitely get what you pay for Specifically of note 
is the entertaining multiplayer mode and tough 
CPU intelligence. 

As expected, the game isn’t as deep, open- 
ended, or visually appealing as genre king Twisted 
Metal: Black is. For what it is, though, WWE Crush 
Hour is a surprisingly fun little way to pass the 
time for less than twenty bucks. -JD 


A WWE Superstars make better 
drivers than we thought. 


GOOD It may not be the 
greatest car combat title, but 
its gameplay and challenge 
are pretty surprising. 


FINAL SCORE 









PUB SCEA | DEV HARMONIX | MAX PLAYERS FOUR | RATING TEEN 


AMPLITUDE 


0:: of the biggest complaints about 





Frequency was its lack of variety. The 

game was heavy on electronica, with lit- 
tle else to keep players occupied. Amplitude cor- 
rects this oversight by providing players with tracks 
from all genres of music. f 

While the core gameplay has ‘Psm d 
been kept the same—press the | MUST-Buy | 
buttons on the controller to the ~~ \BRONZEy— 
beat of the music—the complexity of 
the patterns has increased tremendously. On its 
highest difficulty level, Amplitude requires almost 
superhuman reflexes. 
Also new to Amplitude is the online mode. 

Integrated into the menu system, online play 
allows you to compete for a high score on a regu- 
lar track, play a game of musical HORSE, or remix 
a song with your — 
friends. Remixes 
can be shared 
via memory 
card or 
uploaded to 
Sony. The best 
are then made 
available for 
download. -AP 
EET I RE RE SURE 


yl ay ; y , 8 VERY GOOD simplistic, yet 
addictive gameplay, and an 
FINAL SCORE 




















A Keeping up with the beat is hard- 
er than it looks. 





online mode 
one rockin’ title. 


le make Amplitude 





PUB SEGA SPORTS |DEV BLUE SHIFT | MAX PLAYERS TWO | RATED E 


PUB UNIVERSAL | DEV BLUE TONGUE | MAX PLAYERS ONE | RATED TEEN 


JURASSIC PARK: 
OPERATION GENESIS 


Pp: world builder, part mission-based 












action game, Operation Genesis is 

Universal Interactive’s answer to Sim 
City When you 
first begin, 
dinosaur selec- 
tion is limited. 
You have to fund 
fossil digs in 
order to discover | 


more DNA. Once geMocoaaee rae ws 
you find enough A Keeping the carnivores from 
DNA taea beset eating the herbivores is a must. 


you can grow it. 

Balancing your park is the game's main chal- 
lenge, as you have to keep the tourists excited 
while preventing the carnivores from eating all of 
the herbivores. 

Operation Genesis stumbles a bit with long 
loading times and jittery control. Control issues are 
most noticeable when flying the chopper and 
attempting to target individual dinosaurs. Instead 
of smooth movement, the cursor zips around like 
a hummingbird. -AP 





PS OKAY This had potential, but 


limited missions and an mE 
FINAL SCORE . 





timized game engine keep t! 
among the budget titles. 





ee SS 
BASEBALL 2003 


or a series debut on the PlayStation 2, 
F WSB 2K3 is almost shockingly impres- 
sive. Its graphics are among the best in 
baseball. Its gameplay is even better. 
The pitching mechanism is almost 


instinctive, the batting is finely tuned MUST- Ty 


and the fielding is flat out phenom- 
enal, providing more challenge than 
the competition without ever feeling cheap. 

The game shines in its innovative franchise 
mode. This gives players more management 
opportunities and hands-on experience than most 
any other sports game. 

A few problems like clunky frame rates, unen- 
thusiastic commentary, and awkward navigation in 
item ireln@ als) 
mode keep this 
from getting a 
higher score, 
but it still does- 
n't stop it from 
being the most 
complete base- 
ball game on 
the PS2. -DE 


PSM 


FINAL SCORE 





A It's more realistic than MVP, and 
better looking than High Heat. 


VERY GOOD 
This is simply the best overall 
baseball simulation on the 
PS2 this year. 
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PUB/OEV TECMO 


GALLOP RACER 2003 


A first glance, Gallop Racer 2003 doesn’t 


PE RACING | MAX PLAYERS TWO | RATED PENDING 








look like much. There are no flashy spe- 
cial features, no online support and the 
subject—horse racing—is not something that typi- 
cally appeals to : 
a hardcore 
gamer. Once | 
you start playing, 
though, the qe 
genius of the 
game becomes 
apparent. 

The goal of 
the game is to 
breed and race a winning horse. 

This is easier said than done, 

thanks to an in-depth horse 

racing model. Players have full 

control over every aspect of 

the race and coming in first requires both skill and 
strategy. Button mashing will not win the race. 

Hfabr<(e(0]t(e)p com r=\@ {24m €ye1//0)a v6 (62) 4 0) 03] (0) 
has breeding and betting modes. The breeding 
mode uses mini-games to help you breed more 
competitive horses, while the betting mode gives 
players the chance to make some fast cash. -AP 


PSM 


FINAL SCORE 


Bh r 
4 GR2003 proves that horse racing 
can make a great videogame. 


VERY GOOD aA variety of 
game modes and high replay 
value make GR 2003 a game 
not to be missed. 


PUB INFOGRAMES | DEV MELBOURNE HOUSE |MAX PLAYERS TWO | RATED E 


GRAND PRIX 
CHALLENGE 


acing games often have to ride that fine 
Ri between simulation and arcade- 

style gameplay. Moving too close to 
either extreme often results in a game that is 
technically competent, but not much fun to play. 
Such is the case 
with Grand Prix EO 
Challenge. : 

For the 

hardcore F1 
fans, Grand Prix 
Challenge is 


Le Via 
easily a must- ‘ Ps as 


have title. The A Grand Prix Challenge certainly has 
game has all of the looks and speed. 

the drivers and statistics from the 2002 season. 
Each driver has an individual Al set which results 
in high level of realism when racing—sometimes 
too high. 

Driving one of the F1 cars in Grand Prix 
Challenge is a challenge in and of itself, Once you 
have mastered the driving skills necessary to com- 
plete a course, the game becomes incredibly 
enjoyable. Alas, most gamers will throw in the 
towel before reaching that level. -AP 


PSV OKAY Grand Prix Challenge 


looks good. Unfortunately, 
FINAL SCORE 











the high learning curve will 
keep this one a niche title. 
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Don't buy a game until you check here firsH 
CURRENT RELEASES 














Issue Month Game Name Score Genre Publisher | Summary 
70 = Aero Elite Combat Academy Air Combat | Sega Strong visuals, native support for 16:9 monitors, a detailed flight model, loads of 
aircraft, and fine control make Aero Elite one of the best console sims out there. 





70 Apr-03 Breath Of Fire: Dragon Quarter 7 Capcom A great new direction for the series and the genre as a whole, but its slow pace 
keeps it from really taking off. 





70 Def Jam VENDETTA 





Fighting EA Big It looks great, it plays great, and it has a freshness of style and gameplay that the 
genre has lacked for ages. A must-have for fighting fans and anyone else who 
appreciates tight fighting action. 











Apr-03 Everquest Online Adventures 7 RPG Sony Online The game has huge potential, but unfortunately most of it is unrealized at 


launch. If you're up to this adventure, you should bring a USB keyboard along. 
Apr-03 High Heat 2004 Sports 3D0 








Fantastically deep and realistic baseball game that’s hindered by its graphics. 
However, it still is the best game for hardcore fans who don’t care about visuals. 















Apr-03 HSX 5 Racing Majesco There have been much better racers for PS2, but for the price, it’s still worth 
a shot. 

Apr-03 The King Of Route 66 Racing Sega This is competent, but it lacks the polish that we've come to expect from an 
AM2 game. 

Apr-03 MGS2: Substance Nai(e)s) Konami Flawed, but still one of PS2's best games. Definitely buy this version if you missed 





MGS2 the first time, or if you're a diehard fan who can't get enough of Snake. 


Apr-03 MLB 2004 Sony CEA A solid baseball title that lacks any prominent strengths that would really make it 
a standout. 


v{0) Apr-03 MLB Slugfest 20-04 Sports Midway We just wish that Midway could find a way to put this gameplay and these graphics 
together with a good simulation engine so that everyone could be happy. 


70 Apr-03 MotoGP 3 7 Racing Namco A few minor additions aside, this is basically MotoGP 2 with new tricks and a few 
extra challenges. That's not necessarily a bad thing, though, by any means. 


vi0) Apr-03 MVP Baseball 2003 8 Sports EA Sports This is a vastly improved baseball series with a franchise mode that’s soon to be 
copied throughout the industry. 





70 





70 Apr-03 Rayman 3: Hoodlum Havoc Platform Ubi Soft Some new play mechanics combine with the gorgeous graphics and solid control 
we've come to expect from the series for a very fun, but under-ambitious, sequel. 
7{0) Apr-03 Tenchu: Wrath Of Heaven 7 Fighting Activision While it’s a solid action title, greatness is just out of reach. An uninspired 
co-operative mode, frustrating camera, and incompetent Al prevent it from 
é achieving videogame Zen. 
70 Apr-03 Vexx 7 Platform Acclaim Despite its minor problems, Vexx is a solid platformer that features plenty of clever 
puzzles and a good deal of variety. 












70 Apr-03 World Soccer Winning Eleven 6 Int. i) Sports Konami For soccer fans, it’s a must-buy. Once word of this fantastic gameplay gets out, 
other sports fans will clamor for this level of depth in their favorite games. 
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ATV Quad Power Racing 2 
Black & Bruised 

Dark Cloud 2 

Devil May Cry 2 

Galerians: ASH 

The Getaway 

Guilty Gear X2 

PTO. IV 

Primal 

Xenosaga 

Activision Anthology 

Battle Engine Aquila 
Evolution Snowboarding 
Legends Of Wrestling II 

Pride FC 

Star Wars: The Clone Wars 
War Of The Monsters 
Whiteout 

World Tour Soccer 2003 
ATV Offroad Fury 2 

BMX XXX 

Conflict Zone 

Dark Angel 

Disaster Report 

Disney's PK 

Dragon Ball Z: Budokai 
Dynasty Warriors 3 

Final Four 2003 

Fighter Maker 2 

Ghost Recon 

Harry Potter/Chamber of Secrets 
Haven 

March Madness 2003 
Minority Report 

Mystic Heroes 

NCAA College Basketball 2K3 
Pro Race Driver 

Rally Fusion 

Spyro: Year of the Dragonfly 
Star Wars: Bounty Hunter 
The Sims 

Treasure Planet 

Zapper 

Contra: Shattered Soldier 
Dead To Rights 

Dr: Muto 

FIFA 2003 

Grand Theft Auto: Vice City 
James Bond 007: NightFire 
Jet X20 

LOTR: The Fellowship Of The Ring 
LOTR: The Two Towers 
Marvel Vs. Capcom 2 

Mortal Kombat: Deadly Alliance 
NASCAR: Dirt To Daytona 
NHL 2K3 

NHL FaceOff 2003 

RAD: Robot Alchemic Drive 
Reign Of Fire 

Rocky 

Rygar: The Legendary Adventure 
Suikoden III 

Tiger Woods PGA Tour 2003 
Tony Hawk's Pro Skater 4 
WWE SmackDown: Shut Your Mouth 
Wreckless: The Yakuza Missions 
X-Men: Next Dimension 
Blade II 

BloodRayne 

Burnout 2: Point Of Impact 
DDR Max 

Defender 

Document of Metal Gear Solid 2 
Evolution Skateboarding 
Hitman 2: Silent Assassin 
NASCAR Thunder 2003 
NBA 2K3 

NBA Live 2003 

NBA ShootOut 2003 

NBA Starting Five 

NHL 2003 

Ratchet & Clank 

Red Faction II 

Shinobi 

Shox 

Silent Scope 3 

Sly Cooper & Thievius Raccoonus 
Superman 

Terminator: Dawn Of Fate 
Whirl Tour 
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Commandos 2: Men Of Courage 
Conflict: Desert Storm 
Disney Golf 

Dual Hearts 

Dynasty Tactics 
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Grandia Xtreme 

Legaia 2: Duel Saga 
Mobile Suit Gundam 
Myst Ill: Exile 
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Sega Bass Fishing 
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Turok: Evolution 
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Armored Core 3 
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GameBreaker 2003 
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Kelly Slater’s Pro Surfer 
Kingdom Hearts 

NCAA Football 2K3 
NFL Gameday 2003 
Need For Speed: Hot Pursuit 2 
Ninja Assault 

Pac-Man Fever 

Riding Spirits 

Socom: U.S. Navy Seals 
Street Hoops 

Tekken 4 

Barbarian 

Capcom Vs. SNK: Pro 

Fl 2002 

Madden NFL 2003 

Mat Hoffman's Pro BMX 2 
Men In Black II 

Mike Tyson Heavyweight Boxing 
NCAA Football 2003 
NFL 2K3 

NFL Blitz 20-03 
Onimusha 2 

Sega Sports Tennis 
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C12: Final Resistance 
Endgame 

Fireblade 

MLB Slugfest 20-03 

The Mark Of Kri 
Romance Of The Three Kingdoms VII 
Sky Gunner 

Stuntman 

FIFA World Cup 2002 
Freekstyle 

GIC Africa 

Medal Of Honor Frontline 
Scooby-Doo: Night Of 100 Frights 
Spider-Man: the Movie 
Test Drive 

UFC Throwdown 

Way Of The Samurai 
Dropship: UPF 

Dance Dance Revolution Konamix 
Headhunter 

Lethal Skies 

Rayman Arena 

Red Card Soccer 20-03 
The Italian Job 
Transworld Surf 

Wipeout Fusion 

Army Men RTS 

Blood Omen 2 

Deus Ex: The Conspiracy 
Ecco The Dolphin 

ESPN NBA 2Night 2002 
Eve Of Extinction 

Herdy Gerdy 

Mad Maestro 

Mister Mosquito 

Savage Skies 

Smash Court Tennis 

Star Wars: Jedi Starfighter 
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The games we 
love...only better | 


KR 


s the old saying goes, those 
who can... do. Those who 
can’t... teach. And those who 
care a little too much... write 
magazines. We at PSM probably fall in 
the third category. 

We can’t help it—we just love games, . a 
and we’re constantly amazed at how 
dramatically they’ve evolved in such a 
short period of time. Just five years ago, 
no one would have imagined titles such 
as Vice City, Metal Gear Solid 2, or Final 
Fantasy X could even be possible. 

As great as these games are, however, 
there’ll always be debates over how they 
could have been made better. But since 
you can’t change the past, we’ve decided 
to jump ahead of the curve a bit and pro- 
vide our take on what the next versions 
of some of PS2’s most popular games 
should bring to the table—from game- 
play fixes to outrageous new ideas. 


P 
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ONE STEP BEYOND -; 







Metal Gear Solid 2 


The Quick Upgrade: Split-Screen Multiplayer Mode 

Even if it didn’t fit in the single player storyline, we'd love to take 
on some Metal Gear enemies side-by-side with a friend. How cool 
would it be to stand back-to-back with your buddy on a split- 
screen, trying holding off an entire unit of enemy soldiers? 





i 
| 
oe | 


The Big New Feafure: Multiplayer Mayhem 
The real change we’d like to see is the addition of some serious 
multiplayer modes and a level editor. For example, we'd love the 








opportunity to set up defenses in our base, complete with guard gs & = 

rotations, cameras and traps, and then watch or play as a guard ey aS S. 
while a buddy tries to get through those defenses without being [ LA 2 mae 
captured or killed. at soe | 


Another idea would be a random attack mode. The computer 
could randomly (but intelligently) set up the defenses in an enemy 
base and you'd have to sneak your way through to the goal. Each 


Working with a friend to take out MGS enemies would be great! 









time you played it the experience would be totally different. fe s : esas To ml E la Tl cy’s 

The Ultimate Dream: Online Free-For-All ia Se ef Splin ter Cell 

Going online and playing multiplayer Metal Gear Solid would be a f Base | 
dream come true. Imagine playing as Snake while your buddy plays pan \ | What it Adds to the Mix Laas 
Raiden (sucker), another pal plays as Ninja, and yet another guy 4 This game refines the base 


concept of Metal Gear Solid 
with some amazing graphics 
and gadgets that Solid Snake 
would die for. 


plays as Liquid Snake. You could challenge a nearly unbeatable 
team of computer controlled bad guys or better yet, test your skills 
against a real team of player-controlled soldiers and bosses. 





We want this car to look like our car—and that includes the dents! 


Gran Turismo 3 in a | 


The Quick Upgrade: Real-World Courses 
We'd add many more real-world courses to match the unparalleled ‘ : 
realism of the cars and visuals. . OPPs iss 


The Big New Feature: Total Customization oo 
We'd love to see more customizability throughout the game. If you aR gen 
could customize your paint job, add decals, personalize your driver * at = eee la 
and trick out your car with tons of spoilers, add-ons, and lights, 
you'd feel even more like you're racing with your own real vehicles. 














The Ultimate Dream: Car Damage 
Car manufacturers won't allow this for some ridiculous reason. We 
want hyper-realistic simulated car crashes, and If cars weren’t cre- 
ated to be dented, damaged, and destroyed, they wouldn't give 
drivers licenses to 16-year-old boys. 


Auto 
Modellista 


What it Adds to the Mix 
Capcom's upcoming racer 
gives players a wide array of 
options when it comes to cus- 
tomizing their cars. Paint jobs 
and decals are just the start. 
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s° ONE STEP BEYOND 


Tekken 4 


The Quick Upgrade: Bring Back Tag 
Right off the bat, the next Tekken should 
bring back the tag feature from Tekken Tag. 
It’s a bummer to actually lose features in a 
sequel, and the tag-team feature was one of 
our favorites. 


The Big New Feature: Fighter’s Road 
To improve the Tekken series (which is 
already nicely tuned), we’d add some more 
depth. We'd keep the normal tournament 
mode for those days that we just want to get 
out and mix it up, but we'd also add a full 
story/fighter builder mode to liven up the 
single player game. 

In our version, players would start with only the most basic of 
moves: a kick, a punch, a block and throw. But as they progressed 
through the story mode (which would be told like a typical RPG), 
they would encounter battles with increasingly tough opponents. 
After each win, players would earn an amount of fighter points that 
could be spent to purchase special moves and combos and money 
which could be used to purchase equipment. 

A key element of this story mode would be to teach players 
how to be a great Tekken fighter as they progressed through 
the story. For instance, a player might encounter an enemy who 
relies heavily on throws. If they purchase a good counter-throw 
and learn how to use it correctly, they'll have no trouble beating 
him; if not, they'll have little luck moving on. 

The concept would be similar to Fighter Maker, but you'd 
have a more intuitive interface and you'd build your fighter 
slowly throughout the game. At the beginning, your character 
would look plain—just an average guy or girl, but as players earn 
points, they could also earn money that could be used to pur- 








Final Fantasy X 


The Quick Upgrace: Alternate Endings 

The Final Fantasy series would be even more impressive if 
Square would include alternate endings based on how the game 
was played. This way each decision would more important, 
because it could change what happens at the end of the game. 


The Big New Feature: Open-Ended Gameplay 

While we certainly wouldn't suggest that Square abandon the 
epic linear storytelling that made Final Fantasy a worldwide 
monster hit, the company could learn a lot from the open- 
ended story telling of Grand Theft Auto III and Everquest. One 
welcome result would be the integration of optional open game- 
play opportunities weaved into the story. Even though a typical Final 
Fantasy game offers 50 to 70 hours of gameplay, more optional ele- 
ments would give the game even more life and provide gamers with 
a unique gameplay experience each time they play. 

To make this work, these features must be more than just time 
wasting side-quests or the typical assortment of mini-games. Done 
right, the added content would still take part in the overall epic tale, 
but it could also give players more a break from the straightforward 
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Our dream Tekken (or any fighter) would be almost RPG-like. 


chase outfits, hairstyles, 
and possibly even weap- 
ons for some hardcore 
Soul Calibur-style combat. 
By the time a player 
has finished Story Mode, 
they'd have an impressive 
character built from the 
ground up. This charac- 
ter could be saved on a 
memory card and taken 
into battle against friends 
or computer opponents. 


The Ultimate Dream: 
Worlds of Punching 

We can at least dream of an EverQuest-style massively multiplayer 
game set in the Tekken world. Instead of slaying rats with a sword, 
you'd have to beat a common thug in a fistfight. You could build 
experience and purchase special moves, armor and weapons. Join 
your friends for a two-on-one beatdown or just wander through the 
woods punching random people in the nose. 


= = Soul 
yf Calibur II 


What it Adds to the Mix 
- The original was perhaps 


the deepest fighter ever 
"made in terms of extra 
gameplay options and 
—'-—~ play modes. This sequel 
. should be even deeper. 








We love a great story, but we also love having some control. 


story, potentially flesh out the story even more, and give them a 
chance to really immerse themselves in the game world. 


The Ultimate Dream: Choose Your Own Morality 

We'd love to see an RPG that enables you to follow your own path 
of good or evil. This isn’t just a straightforward good or evil choice 
either (we've seen this trick before), but characters in the game 
will react to you based on your chosen level of morality. Important 
actions in the game will hinge on the moral choices you’ve made. 
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s° ONE STEP BEYOND 


WWE SmackDown! 


The Quick Upgrade: Laying Down The Smack 

We keep waiting for a wrestling game that lets us create our own 
trash talking promos before each match that either rev up the 
crowd or bore them to tears. The resulting momentum, or lack 
thereof, should carry over into the ring and affect the energy of 
each match. 


The Big New Feature: A Superstar Is Born 

We'd make the next game into a true wrestling RPG that doesn’t 
start players as one of the WWE Superstars, but instead puts them 
in the leotard of a developmental wrestler trying to make a name 
for himself in the Indies. 

As players win matches and develop a crowd-pleasing style, 
they will earn notoriety points as a face or a heel. Players who earn 
enough points will be drafted into the WWE, wrestle house match- 
es and climb the ladder to HEAT, Velocity, and eventually RAW or 
SmackDown! Early on, players will be at the mercy of bookers, and 
will have little say in who they wrestle. Their choices will increase 
with their fame, until they become a superstar who picks his own 
feuds and lives or dies by the heat generated by those conflicts. 


The Ultimate Dream: Sing-Along With The Champ 

We want real-time promos using the PS2 headset and voice modu- 
lation. Can you keep up with The Rock in a head-to-head smack-off 
while talking trash in the voice of Kurt Angle, or will you be left 
silent like a jaded mid-carder as the crowd boos you out of the ring? 






SOCOM: U.S. 
Navy SEALs 


The Quick Upgrade: More Online Modes 
We love the variety of combat in SOCOM, but 
we'd like to see even more. And with a world of 
great multiplayer shooters to crib ideas from, 
this should be a simple upgrade. 


SOCOM 
Expansion? 


What it Adds to the Mix 
We keep hearing rumors that 

a SOCOM expansion disc may 
be in the works for release this 
fall. If these rumors hold true, it 
will likely add new missions and 







Nios 









ee i a 
The next SmackDown! needs to be more than just a roster upgrade. 


aeoeee P 4 Det Jam 
eg. | =!" , wae Vendetta 


What it Adds to the Mix 
This wrestling hybrid touches 
| on some of the RPG-like 
features we're looking for 
here (by way of character 
stat upgrades) and definitely 
offers deeper play mechanics. 













modes to the game. 


The Big New Feature: Vehicles 

Although Navy SEALs are best known for their 
groundwork, the addition of some vehicles 
would add a volatile ingredient to an already 
intense game. Even if the additions were simply 
Jeeps with top-mounted machine guns or inflat- 
able Zodiacs, they'd definitely change the action 
dynamic in this game. 


The Ultimate Dream: Global Domination 
How about an online, persistent game world in 
which a computer controlled government agency 
- sends you out on missions to fight other human 
teams? Whichever team wins the battle takes 
control of that territory and then keeps fighting 
until eventually one team would take control 
of the entire world. Combat on a global scale— 
isn’t that what PS2 online should be about? [= 
SOCOM’s S| 
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EALs are definitely badasses, but imagine if they had some vehicles to control. 











_ Take the first step in the sequel to one of the most epic quests ever: Dark Cloud. 2. Create weapons. Invent 
CAFOs Ce gadgets. Restore the future by rebuilding the past with an enhanced Georama system that puts the fate 

I] ULL, heed» Of the world in your hands. Customize homes, surroundings and towns with virtually infinite possibilities, 
~~. then see how they affect the future. But beware: Every action has a consequence. 





PlayStation.2 


LIVE IN. YOUR WXRLD. 
PLAY IN- OURS: 


, Violence 


CONTENT RATED BY 
ESRB 
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Dark Cloud is a registered trademark of Sony Computer Enteftainment Inc. ©2003 Sony Co: 
Computer Entertainment Inc. “Live In Your World: Play In Ours:\isva trademark of Sony Gom 


Inc. “PlayStation® and the "PS" Family logo ‘are’registered trademarks of Sony 











4 While Wolverine has become one of the most popu- 
J lar X-Men, there’s no denying how cool all the other 
q team members are, as well. Jean Grey is looking hot! 
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emember when any movie based 
upon a comic book superhero 
who wasn’t Batman or Superman 
was pretty much guaranteed to 
be horrible? That all changed in the year 2000, 
when the motion picture X-Men exploded onto 
the scene, throwing open the floodgates for the 
Spider-men, Daredevils and Hulks of today. Now, 


the second X-Men movie is set to arrive, incorporating 
even more mutants, both heroic and evil, into the mix. 
More importantly (to us, at least) is that Activision is 
prepping not one, but two great looking X-Men video- 
games to accompany the film. The first is Wolverine’s Rage, 
an action packed beat ‘em-up that focuses on the claws- 
unsheathed exploits of world’s most ferocious (and quite 
possibly, most popular) Canuck. The second, titled Men 
Legends, reunites Wolvie with the rest of the X-Men and then 
_ turns the action RPG genre upside down. 
Sure, there have been X-Men games before, and some of 
them were actually pretty good. However, no previous game 
has utilized the license as completely, or with this level of faith- 








a J 
X2: Wolverine > Revenge fulness and depth, as these two titles do. Read on, and discover 


DEVELOPER GENE POOL 
NUMBER OF PLAYERS ONE 
RELEASE DATE MAY 










ince his brief cameo 
in The Incredible Hulk 
#180, way back in 
1974, the character of 
Wolverine has grown to 
become one of the most 
popular icons of the Marvel Comics 
universe. His mysterious, yet tragic, 
background, coupled with a unique 
selection of mutant abilities, has won 
him an enormous fan base over the 
decades. Yet, it didn’t seem until the 
- release of the Men motion picture, 
and the casting of one Hugh Jackman, 
that Wolverine truly. became a hero 
for the masses. 
That popularity should continue 
to grow even more with the release 
of X2: Wolverine’s Revenge, an 
action-adventure game that focuses 
purely on the Canadian mutant and 
his journey to discover his origins. 
Fortunately, unlike a lot of the other 
comic-inspired titles out there, this 
particular one is attempting to break 





why Magneto himself couldn’t keep us from playing these games. 


The game definitely focuses on stealth 

3 and sneaking around. However, when that 

rs doesn't work, there's nothing wrong with 
some all-out butt-kicking. 





the mold and bring something a little 
new to the table. The team at Gene 

~ Pool simply weren't interested in 
developing a watered-down action 
game. Including features that were 
innovative and original, yet appropri- 
ate to Wolverine's abilities, was the 
most important thing. 


More Than a Man 

As with all mutants, Wolverine has 
special abilities above those of a nor- 
mal person. His senses, such as smell 
and sight, are enhanced to a major 
degree, giving him the ability to 

_ track enemies from a distance. In the 
game, hitting the L1 buttons activates 
this ability, and allows the player 

to detect the scent from patrolling 
troops, the sound generated by 
underground mines, and numerous 
other hazards. In that sense, it sort 
of works like the radar in Metal Gear, 
only more refined. 

Offensively, Wolverine has always 
been recognized by his adamantium- 
laced claws, which can be extended 
and retracted at any time, and his 
“superior strength and reflexes” 

He's a killing machine of the purest 
form, with an animalistic behavior 
about him. This truly comes out in 
his “Berserker Rage,’ which can be 
used once a special on-screen meter 
has been filled up. When activated, 
Wolvie gets both a speed and power 
boost, but only for a limited time. 

Akin to the “stealth kills” in 
Activision’s own Tenchu series, 
Wolverine has his own set of 
attacks that can only be utilized 
when the opponent is dizzy or 
unaware of his presence. However, 
the more unique aspect of these 
attacks, or finishing strikes, is that 
they become more complex and 
elaborate, as Wolverine’s skill level 


increases. At the early stages of the 
game, they're activated by a simple 
press of the Circle button. As you 
go higher in levels, though, multiple 
button presses will be required in 
order to perform the truly impres- 
sive-looking finishers. 

Moving onto the defensive side 
of things, the healing factor plays 
an important role in the game, as 
well, but has been carefully bal- 
anced in order to make things a bit 
more challenging. You can only heal 
yourself if your claws are retracted. 
That makes it quite hard to do if 
you're in the middle of a fight, so a 
bit of strategy is involved. Running 
away, during a fight, to lick your 
wounds may be a bit cowardly for 
Wolvie, but it definitely beats being 
dead... doesn’t it? ; 


fory Does h f iter 
With an original story written by 
industry veteran, Larry Hama (of 
G.J. Joe fame), Wolverine’s Revenge 
embarks on a journey that begins. 
with the hero's origins at the 
Department H facility, located deep 
in the Canadian wilderness. Two 
decades later, Wolverine discov- 
ers that he’s the host to a failsafe 
device, a “viral time bomb” that’s 
been designed to kill him. So, with 
only 48 hours to live, he'll have 
to return to Department H and its 
Weapon X laboratory in order to 
find the antidote and the answers to 
his many questions. 

With that in mind, and despite 
its “X2” labeling, the game won't 
fully tie-in the May 2 movie. It’s 
more of a side story that’s definitely 
influenced by the events and loca- 
tions you'll see on the big screen. In 
fact, the developers were allowed to ° 
visit the movie sets and photograph 
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As Wolvie gets hit, his “rage” meter increases. 
Once it’s full, you can activiate his Feral mode, 
which makes him faster and a more powerful. 


X-PLOSION . 


them in order to be able to faithfully 
recreate them for the game. In most 
cases, though, players will be spend- 
ing their time going through locations 
that are exclusive to the game. We 
prefer that anyway, as it’s never that 
fun to just play an interactive retell- 
ing of a movie you've already seen a 
couple of times. You already know all 
the surprises, right? 

A Happy Ending? : 
With around 20 levels, spread out 
over six acts, this is a game that’s 
going to take a bit of time to com- 
plete. Yet, just by playing through 

the first few environments, one can 
already tell that there's a lot more 
innovation and depth here, especially 
when compared to the myraid of 
other comic book-inspired titles out 
there. By designing a game around 
Wolverine’s abilities, rather than just 
dropping him into a generic world, 
the developers were able to create 
something truly different. There are 
actually reasons to use his hightened 
senses and other abilities. They’re not 
just gimmicks. Due to that and many | 
other reasons, we can almost be cer- 
tain that Wolverine’s Revenge will end 
up as both a solid action-adventure 
game and a compelling experience for 
fans of the comics. A lot of gamers are 
going to be surprised once they sink 
their claws into this one. 


fanny Endii 
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DEVELOPER RAVEN SOFTWARE 
NUMBER OF PLAYERS 1-2 


RELEASE DATE LATE 2003 
r sintriguingasthe 
| | concept of an X-Men * 


WA rPGis, the “Things 
that could go wrong” ’ 
! fs listis simply huge. 
|i However, if our first, 
look at X-Men Legends is any indica- 
tion, developer Raven is busy mak- | 
ing their own list—it's a lot like ours, 
butit’s called “Things that could 
have gone wrong... but didn’t.” | 
Worry not, true believers: this game 
looks fantastic. Site ast 
Like its roster of heroes, X-Men 
Legends has actually done some © 
mutating of its own—it was originally 
envisioned as a slower-paced game 
with turn-based battles, ala Final 
Fantasy X. However, the development | 
team realized that watching cool 
things happen wasn’t nearly as much 
fun as executing them by hand. { 


All-out Action RPG 
“Everyone kept begging for more 
and more interaction, with faster 
and cooler controls? explains Proj 
Lead Pat Lipo. Thus, the game 
evolved into an all-out actionRPG, 
yet somehow retained its all-impor- — 
tant focus on team dynamics. It’s — 
hard to think of games with which 
to draw comparisons, but imagine 
playing a version of Kingdom Hearts 











of strategy, and you'll have the 
_ This focus upon team play prom-— 
ises to both set the game apart and 
help utilize the franchise to its full 
potential. Can't decide which is your 
favorite X-Man? No problem. You can 
take four of them out atatime,and 
if someone gets too banged up, you 
can fall back and swap in reinforce- 
ments. These are big-ticket names, 
too: while the roster isn’t final yet, 
look for about 20 playable X-Men in 
all, including Wolverine, Cyc 
Grey, Beast, Colossus, Nigh 
Storm, Psylocke, Angel, Icema 
Gambit, and Marrow. 


is) 
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ith characters like these working 
in tandem, you can bet that %Men 
Legends’ real-time combat will be 
sheer mutant mayhem. Each charac- 
ter’s powers will be realized full-force, 
so Storm can spew lightning from her 
fingers, and Colossus can punch an 
enemy so hard that he smashes clear 
through one fully-destructible wall 


and leaves a crater in the wall beyond. 


There are also team-up attacks, like 
“Fastball Special?’ in which Colossus 
throws Wolverine, or “Optic Prism)’ in 
which Cyclops fires his beam through 
an Iceman-created lens. 

The storyline in XL will revolve 


mr 


around a young mutant named 
Magma (New Mutants fans may 
remember her) and her quest to 
come to terms with her mutant pow- 
ers. By letting players look through 
her eyes, Raven can bring those unfa- 
miliar with the X-Men up to speed. It 
also opens the door for some of the 
game’s coolest moments: “flashback” 
missions. These will occur sometimes 
when Magma catches a veteran X- 
Man in a reminiscent moment, and 
will enable the player to experience 
missions based upon many classic X- 
Men storylines. 

An X-Men RPG? Sure, bring it 
on—as long as it’s this one. [=) 
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Meet the world's most notorious drivers on Choose from the latest performance enhanced vehicles There are no rules - drive anywhere in the city. Find The Midnight Club is now open to motorbikes. 
the streets of LA, Paris, and Tokyo. and compete to make a name for yourself. the fastest route to win. Take advantage of the speed and control. 





“Midnight Club 2 is the first PlayStation®2 game to really get my heart racing.” @®@&@&@® S/S - OPM Magazine April 2003 
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Thirteen what? 
That’s up to you to 
discover in this, the 
first-ever graphic 
novelization of a 
first-person shooter 


BY ERIC BRATCHER 


t’s okay if you haven’t heard 

of the graphic novel series 

Xill before. Written by Jean 

Van Hamme and illustrated 

by William Van ce, it was a 
runaway bestseller in France and 
Belgium way back in 1984. However, 
it’s okay that you didn’t know any 
of that, because like the book upon 
which it is based, this stylish, neo- 
noir FPS is all about what you don’t 
know. The key is learning quickly— 
although being a good shot doesn’t 
hurt, either. 

When Xi// begins, your charac- 
ter has total amnesia. You simply 
wake up on a beach somewhere 
on the east coast of the US., 
with no idea who you are, where 
you've come from, or even what 
your name is. All you know is that 
the Roman numeral XIII (that’s 13, 
for those who don’t read Latin) 
is tattooed on your shoulder, and 
you're holding a strange key. Oh, 
and you're sporting a fresh bullet 
wound—ouch. 





ge 100 


a es] ero e100 7 a istic 
Be 
These containers are surely filled with something sinister. 


a 00 & 


If you see this screen while playing, you're in trouble. The odds of the blonde girl being trustworthy are slim. 





Take it from us: cel-shaded or not, taking 
a crossbow quarrel to the eye looks 


painful as hell 











7 B 5 
The Al in XII/ is based around team activity, so be careful if you just see 
a single soldier standing still and shooting at you. His partner is probably 
sneaking around behind you, or climbing to a vantage point to drop a gre- 
nade down on your head. “Of course | am a bad guy. Can you not see that 
lam wearing the red beret of evilness and the sun goggles of surliness?” 







Flashhack: 1984 
| 


Much of the story development in X/// occurs in flashback scenes, where 
bits of your memory come trickling back. They're cel-shaded as well, but 
don’t look much like the present day. Hey, is XIII color blind? Your memo- 
ries are all in black & white, but they contain important clues. 


Thirteen Players 
At A Time? 


A ar ae # z While the details aren’t yet set 
The visual trail behind a grenade not only looks cool, it also helps you aim. é 3 2 
, eb XIII will definitely have a robust 
multiplayer component, including 
deathmatch, team deathmatch, 


Th e cel -sh aded 9. Lf ap hi Cs m erg € vag uely capture the flag, and another 


Frank Miller-esque visual design with a jee ridheen be oie, 
° < ‘ enabling you to do this to your 
top-notch par ticle SYS tem and physics engine buddies over the internet. 


Some of the most intriguing weapons are environmental objects, like shards of broken glass that can be thrown with lethal accuracy. 
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more satisfying, in a twisted kind of 
Way we won't admit to our moms) use 
of comic panels shows up when you 
perform a particularly gruesome kill— 
you get a three-panel sequence that 
zooms in on your target and shows 
the coup de grace up close and per- 
sonal. And take it from us: cel-shaded 
or not, taking a crossbow quarrel to 
the eye looks painful as hell. Plus, 
with 16 weapons to choose from (plus 
environmental objects like a shovel, or 
throwable shards of shattered glass), 
it'll take you awhile to see all of the 
various gory close-ups. 


In-game audio is also handled in a 
way directly inspired by the comic art 
form—important sounds are actually 
represented visually onscreen. Part of 
this is just fun, like the huge, Batman- 
style “BAM!” that appears when a gre- 
nade detonates, or the “NOOO!” that 
appears when an enemy dies (We shot 
an enemy standing on a high ledge, 
and his dying cry of “AAAAAAHHH” 
followed him down as he fell, ending 
with a tiny, dull, “thud”). 

However, the sixth sense also 
plays a role in the gameplay, particu- 
larly during stealthier moments. For 
instance, we were standing in a hall- 
way, and there was an enemy walking 
in the room to our left. As he paced 
the room, a small “Tap” showed up 
onscreen each time he took a step at 
the point where his foot hit the floor. 
Thus, we could track exactly where he 
was walking, even though there was a 
wall between us. This system of “ono- 
matopoeia” (to use Ubi's terminology) 
has the potential to really enhance 
gameplay. 


Once you've unlocked the secret 
of your mysterious key, be prepared to 
get involved with some of the world’s 
most secretive organizations, including 
the CIA, a strange, anti-government 


cult called the Group of 20, and 
another, more shadowy government 
agency whose name Ubi wouldn't 
yet reveal. Each organization is full 

of characters who may not be trust- 
worthy, and who are very interested 
in you. You'll also frequently enter 
into starkly-lit flashback sequences, in 
which the ghostly apparitions of past 
events will offer you brief, tantalizing 
glimpses of your forgotten memories. 

When the visions are over, it’s back 
to the present day, where your mis- 
sions promise to tread nicely between 
stealth and guns-blazing offense. The 
story plays a critical role in making 
each situation unique. For example, 
when trying to escape a CIA prison, 
you are both unarmed and deter- 
mined to use only non-lethal combat 
methods, like breaking bottles and 
chairs over your captor’s heads. Later 
on, you stealthily infiltrate an army 
base, using only silent weapons like 
the knife and crossbow. But while 
you're there, the base comes under 
attack by some secret militia, prompt- 
ing you to drop the stealth act and 
break out the big guns. 

XIII looks to have it all: a solid, 
gripping story, tried-and-true FPS 
gameplay, a super-stylish, neo-noir 
atmosphere (just wait ‘til you hear the 
soundtrack), and a cool graphical look. 
However, when it’s all said and done, 
it’s the game's constant emphasis on 
remembering what made the source 
material so good, and striving to rep- 
resent it as accurately as possible that 
has us most excited. What does the 
XIll stand for? We still don’t know. But 
we're definitely eager to find out. 





# 100 
W100 
a 100 f@ 11-997 
There's an “AARRRR” in here somewhere, 
but we don’t really need it—we’re pretty 
sure this guy’s down for the count, 





100 





Occasionally, you'll have escort and “cover 
me” missions, which will make gauntlets like 
this even more dangerous. 





me 
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The action isn’t confined to indoor locations. 
Hope you brought your long-jotins. 
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Take it to the street and experience the rush of the first cell-shaded online racer for the 
PlayStation°2 computer entertainment system. Build the ultimate dream car and go 
BROADBAND ONLY head-to-head against eight online players in your tricked-out, world-class ride. Feel the 
pulse of the street as you add sonic screen effects and digital music to your own instant 
replay footage. Racing fans get set and Go! Auto Modellista. 


EVERYONE 


Visit www.esrb.org 
Ee or call 
1-800-771-3772 
meet “f © CAPCOM CO., LTD. 2002. ALL RIGHTS RESERVED. © CAPCOM U.S.A., INC. 2002, 2003. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAP- 
for rating information COM CO., LTD. “auto modellista” is a trademark of CAPCOM CO., LTD. "PlayStation"and the "PS" Family logo and DUALSHOCK are registered trademarks of Sony Computer 
Entertainment Inc. Online plays requires internet connection and Network Adaptor for PlayStation 2 (sold separately). The online icon is a trademark of Sony Computer 
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Race and chat with up to : 
8 OPPONENTS ONLINE s ——{6 J wit ti. 
with a Network Adaptor... 2 : 


ee tL Ee A at OP SIP ele i] Sr LOH YALL ed 
Bt ad PAT bal bl of dT PRIVEE VE bad FAL 


Edit your own INSTANT REPLAY 
Add music and screen effects... 









.f Race REAL CARS from 
fap 11 Honda, Toyota, Mazda, 


ene Nissan and more.. 


fap_time. 








CUSTOMIZE your tires, suspension, 
turbine kit, transmission and more. 








i 


CAPCOM 


Entertainment America Inc. The ratings icon is a trademark of the Interactive Digital Software Association. ALL MANUFACTURERS, CARS, CAR PARTS, NAMES, BRANDS 
AND ASSOCIATED IMAGERY FEATURED IN THIS GAME ARE INTELLECTUAL PROPERTY RIGHTS INCLUDING TRADEMARKS AND/OR COPYRIGHTED MATERIALS OF THEIR 
RESPECTIVE OWNERS. ALL RIGHTS RESERVED. 
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Don’t waste a second; 
turn on over to these 
big games NOW! 


EA fakes to [he Pacific to earn its latest Medal o oe 

















n what is now an annual tradition, specifically in the Pacific Theatre of ing up in the Philippines. No doubt about 
Electronic Arts recently held an Operations from 1941-1944, Rising Sun will it, this is one epic and dangerous journey. 
event to unveil its next installment —_ bring to light the major events that Aside from the new locations, proba- 
in the ever-popular Medal of Honor unfolded in the war against Japan. bly the most interesting aspect about 
franchise. Surprisingly, the new Starting out in Peal Harbor, players will be Rising Sun is the fact that its story will 
“sequel” has moved the focus of the challenged in surviving the massive actually span across two different games. 
series from the German frontlines to the attack, and then end up moving on The first one, released this Fall, will ini- 
much warmer waters of the Pacific. Set through Guadalcanal, before finally end- tially follow the adventures of two broth- 


Attention To 
Detail 


If it’s one thing that the folks at 
EALA are good at, it’s making 


sure that every aspect of the 
MOH games are completely 
authentic. From the look of the 
environments to the uniforms 


themselves, you'll totally feel like - - 
you were there. 4 From the interiors to the exteriors, Rising Sun will surely be superior to many of the other FPS out there. 


4 Street Racing Syndicate pg. 74 
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<< Rising Sun will bring fo light 
the major events that unfolded 
in the war against Japan >> 













The MOH series has constantly featured a 
large assortment of accurately styled 
weapons. Here are three of the many 
weapons you'll come across 
in your epic adventures. 

























es) AEN : . =: es: 
met = be — J m 


A Don’t confuse this with your budget duck- A The compass interface is back and points 


hunting games. This is an all-out adventure you in the direction of your next objective or 
in the heart of World War II. And don’t make __ target. It also shows your current health. 
fun of this guy’s pants. Quick! Blast that guy! 


= 







A The first thing you'll notice is that 
some of these weapons (most notably the 

} Japanese rifle and machine gun) were pretty 
much only used in the Pacific areas of the war. 








A The finished game will definitely look bet- ; 
ae ee 


ter than what you're seeing in these early 4 As always, your selection of weapons will 

pare We can’t wait to see how it all bed Frege becker lag rifles to some Society, in order to 4 Japanese tanks Foul d be 
knocked out with a single 

ensure the authen- Me hand grenade. 

ers, Donny and Joseph Griffin, who As with the past MOH titles, the ticity of the WWII f 

are separated during a firefight at the developers of Rising Sun will rely on experience. this year’s E3 con- 

early stages of the war. It’s at that the expertise of Captain Dale Dye,a Obviously, Rising Sun defi- vention. Once we get our 

moment that the player will fully land military advisor for such movies as nitely has a lot of development hands on the controls, we'll 

in the boots of Joe, a Marine Corporal, Platoon and Saving Private Ryan, and _ time ahead of it, but we expect to see be sure to update you readers. 

as he attempts to survive the war and __ the Congressional Medal of Honor some fully completed levels arise at STEPHEN FROST 


discover the whereabouts of his miss- 
ing brother. The second game, slated jG Mv BRE AKD OW An up-close look at ¥ ihappears that ‘sig 
for 2004, will concentrate on Donny the game in action nearby foliage as cover 
and his challenges of overcoming the will paly a much more 
invading Japanese. In both cases, y important role this time 
s around.Scenery just isn’t 
players will be able to earn rewards for looks. 
and Medals that reflect their heroism oH, 
throughout the different missions. 
While lacking in Frontline, the mul- 
tiplayer experience looks to actually 
be fully realized in Rising Sun. It’s not 
just going to be something that’s 


tacked on at the last minute. Rather, > Just be sure that 
the developers plan to include a large you don’t mistake 
assortment of modes, including two- your friends for 

‘ foes. They will 
player cooperative play and the clas- 


1 j have no problems [= 
sic four-player deathmatch and team Bisnis 


options. In all, there should definitely 
be more than enough here to length- 
en the gameplay, even after you’ve 
completed the challenging single- 


3 4 Expect a nice and | 
player campaign. - i ae varied selection of 


| Weapons that are . 
historically correct | 

) for the time and 
theater of war. 


The Medal Of Honor series has always been 
top-notch in authenticity and overall quality. 
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2° PREVIEWS 


Devil’s In 
The Details 


Although the PS2 might lack 
some of the graphical capabili- 
ties of the Xbox or the 
GameCube, these character 
models of Scully and Mulder 
show that there's still power 
under the hood for program- 
mers to tap. 
























Seyret a 


Hmmm... that’s interesting. She 
doesn’t smile in the game, either. 






4 Can Mulder and Scully best Resident Evil’s 
Claire and Chris Redfield? We'll know in June. 


X-FILES: = 
RESIST OR SERVE late 


The PS2 is so powerful, it can even 


Th e hu th i oO U li oO n th is CD render Duchovny’s nose in real-time. 






ans who can’t get enough and Knockout Kings), it’s being Lone Gunmen will have cameos. crew and developers. 
of Mulder and Scully will carefully overseen by the executive Interestingly, the game will be Sierra promises a detailed, highly 
rejoice at Sierra’s producers of The X-Files television presented in the form of three engaging story complete with dream 
announcement of an show. Not surprisingly, the developers _ separate television episodes, each sequences and terrifying “jump-out- 
upcoming X-Files title in have wisely chosen to ape the show with its own teaser, titles, cast and of-your-seat” scripted events. And 
June. Resist or Serve puts players in as closely as possible. David soundtrack. To further entice fans of though they’re remaining silent on the 
the role of their favorite FBI agents as = Duchovny and Gillian Anderson will the show, Fox Interactive has procured _ plot, they have revealed that it 
they investigate a string of unsolved voice Mulder and Scully, and Skinner, exclusive DVD content for the game, revolves around an inhuman Killer, the 
murders. The two soon find them- the Cigarette-Smoking Man and the including interviews with the cast, show's long-running “Black Oil” 
selves battling ghouls, ghosts and mythology, and Earth's colonization by 
other paranormal activity in a quest ¥ Gritty realism and a sense of the aliens. But will this game capture the 
that will lead them from the Rocky EEE fool of the series? We want to 
Mountains to the icy wastes of Siberia. believe. DOUG TRUEMAN 
But, unlike many of the other Survival ; 
Horror games on the market, Resist or : 
Serve is completely three-dimensional. | ' = as 
While the game is being created : . =) 
by Black Ops (the team responsible 5 a ‘ } 7 


for such titles as Tomorrow Never Dies | “SS ; j : : ‘eer ro 










A The basement of the FBI has never looked 
better. Finally, we'll get to see what Mulder 
keeps in his drawers. 


. . : Can TV’s favorite FBI team draw from 
A “You want fries with that?” Zombies want i | Resident Evil’s huge fan base? 
to help out, too, you know. x 





64 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #71 MAY 2003 / www.psmoniine.com 










Customize your 
character's name, ; ; 
face, armor, abilities, } Baas | ; wy 
race and class—from 

barbarian warrior to 

elfin wizard. 









G 


"There has never been anything like it for 
consoles in the U.S., so enjoy this nice little 


taste of the future.” 4 out of 5 
- GAMEPRO 


"This is a gaming revolution.” 


Totally Sweet 8 out of 1C 








Master spells, combat skills and special moves, 


growing in power as your character progresses. i i oO ign ‘ 
growing in p as y Vat prog Join thousands of players online as you desig) Ven station 2 


and build a hero in the mystical land of 
Tunaria—a persistent, role-playing world 


PlayStation Cc alive with adventure and excitement. Conquer 
® 


challenging quests, battle a multitude of 





monsters and interact with thousands of 





others in the online adventure of a lifetime. 


) 
www.everquest.com/eqoa Gey ® -l - 


Suggestive Themes 


Violence 





ESRB 
INTERNET CONNECTION REQUIRED. 
Game Experience May Steric = AD ais fren SONY ONLINE 
Ghande During Online Play BROADBAND AND DIALUP | iO eee es ENTERTAINMENT 


Online play requires Internet connection and Network Adaptor (sold separately). EverQuest is a registered trademork and Online Adventures ond the Online icon are trademarks of Sony Computer Entertainment America Inc. SOE and the SOE logo are registered trademarks of 
Sony Online Entertainment Inc. © 2002 Sony Computer Entertainment America Inc. All rights reserved. “PlayStation” and the “PS” Family logo ore registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital 
Software Association. All other trademarks are properties of their respective owners. 
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FI Fightin 
Machine 


With so many attacks at your 
disposal, you won't have any 
problems taking on enemies. 
They can come at you one-on- 
one or in large groups, and you 
still won't break a sweat. 





AY A multi-faceted fighting system 
makes taking on multiple enemies just as 
fun as one-on-one. 





hile once trailing in 
the footsteps of 
Jackie Chan, Jet Li 
has managed to step 
into the spotlight 
and become the star of several 
successful movies. From Shaolin 
Temple to the more recent Cradle 2 
The Grave, the Beijing martial artist 
has grabbed the attention of the 
world, including the game developers 
at Sony’s own Foster City studios. 
They thought, “Why not put him in 
a game?” So, that’s exactly what 
they’re doing. 

In Rise To Honor, Jet Li plays the 
role of Jit Yun, a dedicated bodyguard 
for the leader of one of Hong Kong’s 
most ruthless crime gangs. In a tragic 


A Jet does his best imitation of Dead To 
Rights and Max Payne, and looks darn cool 
doing it. 


sequence, the leader (Boss Chiang) is 
assassinated, but not before “he 
whispers his dying wish to Kit... to 
deliver an important message to 
Chiang’s estranged daughter Michelle 
in San Francisco:’ Unbeknownst to Kit, 
this simple request would lead him to 
countless dangers and betrayals, 
where his sense of duty and honor 
will be put to the test. 

Much like Shiny has done with 
Enter the Matrix, the developers of 


> With such a Hong 
Kong flair, you can 
expect plenty of 
explosions and slow- 
motion sequences. 


TN Tage § PUB/DEV SONY CEA | TYPE ACTION | REL DATE FALL | MAX PLAYERS ONE | ESRB RATING PENDING 


4 Jet Li doesn’t just rely on his martial arts throughout the game. 
He’s also got access to various handguns, which help to even the odds. 


Rise To Honor have spent a lot of time 
on motion-capture. By recording and 
integrating Jet Li’s own signature 
moves into the game, they’ve been 
able to add a greater level of realism 
to the action. They’ve also been able 
to include more situations, such as 
taking on multiple assailants, that 
have been hard to recreate realistical- 
ly before. Even the level of back- 
ground interaction, which is stagger- 
ing, benefited greatly from the 
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detailed motion-capture sessions. 
Along with the sequel to Jack and 
Daxter, this is going to be one of 
Sony’s big games for 2003. That’s 
why we're expecting a lot of good 
things from it. Even in its early form, 
shown last year, Rise To Honor got us 
excited. The Hong Kong-style action 
sequences and the highly detailed 
environments definitely showed 
potential. Hopefully, later this year, 
we'll see that potential fully realized. 
; STEPHEN FROST 


Pde Be 
‘Wy asces 


A General Strategy #1: When being shot at, 
be sure to find some cover. Otherwise, you 
will die. 


With a higher level of realism than was previ- 
ously possible, this game should rock! 









BACKYARD WRESTLING 


Eidos readies the world for babes, 
blood, and brutal body slams 





came wea ge eipos | DEV PARABOX | RELEASE DATE SUMMER: | MAX PLAYERS TW | ESRB RATING TEEN 

















aining in popularity and 
sparking plenty of con- 
troversy, Backyard 
Wrestling is taking the 
sports entertainment 
world by storm. Successfully mixing 
scantily clad women with midgets and 
screwball grapplers, BYW’s unique 
blend of action and sex has captivat- 
ed male audiences for the last few 
years; it was only a matter of time 
before it got its own videogame. 
Developed by the same team 
responsible for the never-released 
Thrill Kill, Backyard Wrestling was still 
pretty early when we checked it out 
late last month. Boasting 30 real life 
athletes (including rap group the 
Insane Clown Posse) and 17 individu- 
ally damageable body parts, the 
violent action fighter is pushing for 
several new ideas in the wrestling 
medium. Open-ended with interactive 
backgrounds and three levels of 
varying height attacks, BYW can turn 








hg 


AY Some of the explosion 
and effects have been 
improved for a greater level 
of eye candy. 





parts and plenty of challenging missions. 











A Smarter enemy mechs and 
multiple level objectives will 
provide plenty of difficulty 

for even veteran players. 





A “Alright, this time, I’ll let you lead. Just 
quit stepping on my feet!” 


A Have you ever wanted to wrestle in the 
backyard of a mansion? Well, now you can! 


V Is that the Iron Sheik? Who would have 
thought that Eidos could have scored such a 
major old-school superstar? 


sng 


4 Talk about control. We can’t believe that 
butler is just standing there, as the wrestlers 
damage his nicely cleaned tables. 





oe 











into pure mayhem pretty fast. Picking 
up flowerpots, barbed wire baseball 
bats, and picnic tables to use as 
weapons is only the beginning, let 
alone the geysers of blood that spew 
with every blow. 

Schedule for release later this 
summer, we'll be back with more on 
Backyard Wrestling soon! 

JEREMY DUNHAM/STEPHEN FROST 


This is probably the only safe way to do any 
kind of backyard wrestling... 








PUB AGETEC | DEV FROM SOFTWARE | REL DATE SUMMER | MAX PLAYERS TWO | ESRB RATING EVERYONE 


ARMORED CORE 3: SILENT LINE 
Agetec and From Software to bring the AC3 
expansion to America 























uch as Another Age 
was to Armored Core 
2, the forthcoming 
bonus pack Silent Line 
will support the latest 
sequel with plenty of goodies and 
missions. Supplied with over 200 new 
parts and the ability to destroy your 
enemy piece by piece, AC3SL could 
be one of the biggest upgrades so far. 
As an added bonus, Exceed Orbit bits 
have been powered up as well, 
offering greater customizability and a 
more efficient mech. 

Also new to the series is the 
brand-new first-person cockpit view. 
Surprisingly not available until now, 
the FP vantage point should allow 
simulation buffs to get that extra mile 
from their experience while the 
improved Al and team attack patterns 
could allow for a much more difficult 
challenge. Sadly, it appears that there 
are still no plans to include an analog 
steering option. 


Even more parts makes the mech-building 
even more fun. 





An improvement by every defini- 
tion, Silent Line is sure to excite 
existing fans by the truckload. With 
new missions, options, and multiplay- 
er capabilities, how could it not? Stay 
tuned over the coming issues for 
more. JEREMY DUNHAM/STEPHEN FROST 


EXTENSION 
OPERATING 


HEH HOEPR 
im iu 


RS ae aes 
A Outside missions occur in even larger 
environments, so that there’s more room 
to maneuver. 
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PUB CAPCOM | DEV ANGEL | REL DATE SUMMER | MAX PLAYERS FOUR | ESRB RATING PENDING 


RED DEAD REVOLVER 


Capcom heads out West for its 
newest title 








4 Hiding behind oheeast is A You can even shoot people A Horseback riding plays a 





e'vetalkedalot _totown as nameless face. However, Ghawieracomganes, Menta ay, itl a wl Sta 
about Red Dead as he progresses through the game 
Revolver in the past, and completes various goals, he'll 
but it hasn’t been actually end up in Tombstone as the 
until recently that town Sheriff. From that point on, the 
more information game slightly shifts focus and the 


about the game has player is tasked with capturing 
become available. outlaws, while keeping the town 
Over the past few in peace. 

months, the title has As far as the multiplayer 
shaped up quite B® aspects go, Capcom is still tight- 
nicely with improved lipped. However, we do know 
graphics, a deeper that up to four players will be 
style of gameplay, supported and that there 















and the addition will be several modes, 
of a cool multi- including deathmatch, to 
player mode. choose from. Online support 


The game opens with 
our hero, Red, 
wandering from town 


would be perfect, but 

there's probably little 

, chance of that. 

It’s been a long time console system, so let’s hope that Red ; ; 

7 ¥) Since a game set in the Dead Revolver comes out with guns pape ee i Ole Mest with 
é West has been seen ona blazin’ STEPHEN FROST L : 





> Old Red kinda 
resembles Clint 
Eastwood... 


















PTW” PUB THO | DEV KUJ! | REL DATE FALL | TYPE ACTION | MAX PLAYERS FOUR | ESRB RATING TEEN 


WARHAMMER 
40,000: 
FIRE WARRIOR 


In the future, no one 
can hear you scream 













(a, \ 


4 The large number of powerful 4 You'll a challenged with traversing through 






weapons should hopefully keep the both outdoor and indoor locations. The enemy 
combat fresh and interesting. The rail attacks everywhere. What did you expect? They - 
gun is awesome. really don’t like you... he runaway success of two ___ the sinking realization 


Ha i] | of the industry’s flagship that there are things 
titles has led to some worse than death. 
: serious brainstorming by a Fire Warrior features 
=a \=}- i= development team at Kuji. _fifteen weapons pivotal to a player's 
— ag © | | | What if an already popular franchise survival as he battles his way across 
(Of@~e} were to take the action of a first seventeen levels. THQ promises that 


person shooter, but mix it 
with the terror of Aliens? 
That's the thinking 


creepy animations and scripted events 
will have gamers clinching their con- 
trollers with white knuckles. And, 
















behind Fire Warrior, having realized that 
THQ’s new terror is a dish best 
Warhammer title. Set h served en masse, THQ 
in the 41st century, ‘ has added a four-player multi- 


Warhammer 40,000 tells * 
of a single day in the life fi 
of ayoung Tau warrior 4 
caught under the 
crushing oppression of 
the evil Imperium. As 
players fight their way 
through a technological 


player mode. Grab some friends, 
crank the stereo and kill the lights. 
DOUG TRUEMAN/STEPHEN FROST 





It looks like Halo and Resident Evil thrown 
#\ together and blended well. 


A Set well in the future, the game will take you far into space, fighting against a powerful : 
enemy. Can you survive? nightmare, they'll come to 
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COMING SOON TO PLAYSTATIONeS 
COMPUTER ENTERTAINMENT SYSTEM 





Mature Sexual Themes 


Mild Language 





Ey +4Violence 
ESRB 


THE SAGA CONTINUES... 






(3 


Bini 





\ 


www.dothack.com 
Sadamotio ¢« Ito © Mashimo 


hack TM and © 2001-2003 BANDAI. Program © 2001-2003 BANDAI, .hack and all 
related characters, names, logos, distinctive likenesses, drawings and other images 
contained in this product are the exclusive property of Bandai. Used under license by 
Bandai America Incorporated. All rights reserved. 
= "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer 
Entertainment Inc. The ratings icon is a registered trademark of the Interactive 
ay a | O Nn ® Digital Software Association. All other trademarks and trade names arethe 


properties of their respective owners. 
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4 With so many Agents on your tail, 
you'll want to make use of any cover you 
can find. Then, come out shooting, 


ur a ; H 
A Thanks to all the motion-capture data, 
all of the enemies react ina 
realistic manner, depending 
on where they're hit. 


<4 Make sure you get 
rid of as many 
/ Agents as 
ou can! 
Focus 10 , 


A With the focus of the game on pure action, even casual gamers shouldn’t have problems 
picking up the controller and performing fancy attack moves like this. Good night, Agent. 


ENTER THE MATRIX 


We fake a scenic rip down the rabbit hol 


ost of you should 
remember our 
exclusive coverage of 
Enter the Matrix, way 
back in our March 
issue. We pretty much spilled the 
beans on every aspect of the game, 
and even leaked a few secrets about 
the upcoming movies. There's definite- Z \ 
ly no doubt, at least in our minds, that 4 Now, players will be able to do all the 
cool moves that Neo was able to do. 
both the game and the movies are 
going to do phenomenally well. The 
Wachowski brothers are probably 
going to end up beating fans away) This game has got some of the best-looking 
with a stick. In fact, 2003 will most fighting moves of all time! It’s just freaky! 
certainly end up being remembered 
as the year of The Matrix. screenshots of the game, which 
With that in mind, we present you feature Niobe and Ghost. Enjoy! Nee tess A Dante, move over! There’s a new 
with these brand-spankin’ new STEPHEN FROST Be badass on PS2 and his name is Ghost. 


Traveling The 
Matrix 


While you'll mostly be on foot, 
there are several missions that will 
challenge your driving skills. You'll 
get behind the controls of a car 
and a speedy hovercraft. 
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Launch double attacks 
with a team member! 


Tag team players can switch 


between characters seamlessly! i i 3 Bie ane 
Engage in 2 player and single player combat or tag team battles! 


a aT NA a en eer 
Television Show on Cartoon Network! 





From the hot r 


Ss 
Based on the comic by the great manga artist, Rumiko Takahashi, Bandai 4A . \ 
is proud to present INUYASHA for the PlayStation game console! Battle | r=! lf 
your way through the thrilling world of INUYASHA and unlock new Yy, A 7 
characters for hours of pulse-pounding fighting action! Go head-to- Va == 
eed Ht (EH Gad Af glk al i Hh 1 


head against a friend, or team up in tag-team and versus modes! in this 


fight for fun, you'll always come out the winner! y~, Paige fey] Feil Len 


Suggestive Themes 
Violence — —_ Inuyasha ® or TM, the Inuyasha logo, and all related characters and elements are trademarks of 
if Shogakukan Production Co., Ltd. © 2003 Rumiko Takahaski/Shogakukan-YTV-Sunrise. © 2002-2003 
CONTENT RATED BY PlayStation BANDAI. This product is manufactured, distributed and sold under license from ShoPro Entertainment. 





All Rights Reserved. 





RATING PENDING 


Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 


CONTENT RATED BY 
ESRB 


ZONE OF THE ENDERS™ is a trademark of KONAMI COMPUTER ENTERTA \ 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony r 








' BIGGER. BE TTER. FASTER. 


ROUND 2 BEGINS MARCH 2003 


WYAYAWA Co) atelanl exe) payAUtsy-1 


KONAMI ® 
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GAME INFO 


STREET RACING SYNDICATE 


DATE JUNE | TYPE RACING | MAX PLAYERS Two | ESRB RATING 


PUB 300 | DEV EUTECHNYX | REL 


A. The Celica can take corners with quite a bit of finesse, just like 
it can in real life. All the cars handle very differently, though. 


3D0’s ode to the Fast and the Furious is headed for the PS2 


A We’ve heard it before, but it actually 
seems like the Al system in SRS is actually 
quite good. The competing cars won’t cut 
you any slack. 


4 A close-up of the cars reveals a high 
amount of detail. You can even see the 
brake pads and the alloy wheels. 


hen you have a team 
like Eutechnyx (F7 
World Grand Prix, Le 
Mans 24 Hrs) develop- 
ing your super- 
exclusive racing title, people are going 
to take notice. Such is the case with 
3DO's summer-bound pavement 
pounder—Street Racing Syndicate—a 
game that’s set to focus not only on 
the realism of steering high powered 
cars, but one that’s also going to place 
a heavy emphasis on capturing the 
customization features and sub- 


Going 
Online... 
Sort Of 


SRS will let you go online, but in 
a rather different way. The game 
features its own sort of internet 
that allows you to explore 
various websites and purchase 
car upgrades. 


culture associated with the under- 
ground sport. 

Once complete, the game will 
bear a striking resemblance to that of 
an RPG; requiring players to create 
new personas and characters while 
selecting one of three home cities. 
Once selected, SRS will allow its 
patrons to build their reputations by 
participating in sanctioned and Illegal 
Street races to earn tons of the cash 
money. From there, you'll be able to 
customize your car with various 
upgrades (with goodies like spoilers, 


decals, and the like adorning your 
ride) and compete for various 
bonuses as well. Some of these extras 
can get outright wacky, though, with 
off the wall prizes like other people's 
pink slips and even your opponent’s 
girl friend! 

Even so, realism is definitely the 
focus here. Career, standard exhibi- 
tions, and drag races have been 
confirmed as three of SRS’s main 
modes, and the visuals are already on 
par with most of the PS2’s elite 
driving games. In fact, Street Racing 














With this unique desktop, you can perform various tasks, including tracking the 
next races and reading your email. Some of the girls will even write you. 
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Dangerous. _ 
Curves) f 
Ahead... 


For some strange reason, sexy 

women have always been asso- 
ciated with the import/moddi 
car scene. So, of course, they 
appear in SRS in a large 
capacity. In fact, you'll bi 
“earn” them as your — 
girl friends. Ooh-la-la! 
















A Trickin’ out your ride makes look hotter and 
ride faster. 0-60 in 4 seconds, baby!! 


Syndicate has some of the more 
impressive reflections and lighting 
effects we've seen since the release of 
Burnout 2, which for those of us who 
have played it is saying a lot. What 
may impress gamers most of all, 
however, is SRS’s lifelike physics 

model and realistic damage effects; 
they’re said to mirror the real thing 
almost exactly. 

Unfortunately, we won’t know for 
sure until we have more hands-on 
time with it in the coming months. But 
with Street Racing Syndicate easily 
weighing in as Eutechnyx’s biggest 
title of the year (and some bona fide 
excitement from hardcore racing fans), 
you can expect plenty of hullabaloo as 
the release date races near. 

JEREMY DUNHAM/STEPHEN FROST 


| > It’s always cool to 
» drive your own real- 


life car in a game. It’s 


| customize them for 
street racing. 


Street cars, hot women, and plenty of 
upgrades makes this one cool racer. 











PSM BREAKDOW 








A The little details, such as the tire tracks, 
really add to the overall realism. Besides, 
burning rubber is just plain fun. 


A The artists have done a great job in 
capturing the hard asphalt look for the 
streets. You can practically feel the bumps. 


Y¥ This appears to be some sort of garage 
where you can store all your different cars. 








A Camera angles like this are going to be a 
staple of the replay system. Even if you 
suck, the game is going to make your driving 
look cool and off the hook. 


A With such wide streets, there should be 
plenty of volleying for position. The compe- 
tition is going to be tough, so you'll need to 
make good use of the extra room. 


An up-close look at 


= z v The game sports a 
the game in action + if 


pretty far draw 
c= distance, so there 
lary shouldn’t be any major 
— = Mie pop-in to speak of. 


A If the intelligence of the 
computer-controlled cars is 
| as good as 3D0 promises, 
then races should be that 
more intense and by the 
edge-of-your-seat. 
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WAKEBOARDING 
UNLEASHED 


Extreme stunt gaming gets 
welter and wilder 








=z dl al 


Ke 


















toa ig §PUB ACTIVISION | DEV SHABBA GAMES | MAX PLAYERS TWA | RELEASE DATE JUNE 


A All of the locations are A This is Tug-of-War mode. 
aquatic, but there’s plenty Nailing tricks will make your _ same length. There’s a 


=- 







Me 


A Runs aren’t always the 


of variety: a crystal-clear rope longer and your “Groove Meter” that counts 
lake, a murky, green swamp, opponent's shorter, giving down your time, but you can 
hen we first saw this a water park... you get the you a better reach for slow its progress and earn 
hybrid waterskiin 2/ idea, right’ tricking objects. more time by doing well. 
snowboarding/skate- RE Re pave 
- gine and gameplay that may 
boarding game last be tried and true, but still feels unique. 
spring, our first 
thought was “Wow. That water looks 
incredible!” We were right, too—this different enough from all the other 
water is awesome, and it moves at60 extreme sports games out there?” It 
fps. Radical. However, our second sure looks like it. 
thought was “Is this game going to be For those who don’t know, wake- 


boarding basically mixes the “towed 
by a boat” aspects of water skiing 
with the grinds, grabs, and other 
tricks of skateboarding or snowboard- 
ing. However, being tethered to the 
boat isn’t really a handicap—the ever- 
present wake gives you an always- 
handy ramp, the courses are full of 


3 


A This game gives new meaning to 









A Letting go of the rope lets you discover 
new areas. We're hoping this pipe leads to a 










®@ GAME INFO 








PUB AGETEC | DEV TAITO/GARAKUTA | REL DATE MAY | MAX PLAYERS TWO | ESRB RATING EVERYONE 





obstacles and objects to trick off of, the term “big air”. Bring a parachute. (Ta 4') Md WH en) i ARDSLIDE 
from yachts to alligators to roller- ; rai Gy Tee 


coasters, and you can even let go of skyward, discovering new areas and 
pool of mermaids. the rope to truly launch yourself doing your best impression of both 


Tony Hawk and the more feathered 
Kind. ERIC BRATCHER 














Body 
vs COLOR QUEST 
v e e e e 
Fa cae Creative coloring culminates in 
—~iteme ) cule critter combat 
ra 1) ss. £34 : ——— 
A There are almost 120 abilities in all. Which A Of course it’s supposed to look like that! 
ones your Doodle gets depends upon how It’s a yellow... blobby... gooshy thing. Isn’t fy 
you draw them. that obvious? Geez! e’ve seen monster battles you win, the more brushes 















raising games 
before, but never 
one this open-ended. 
You don’t just catch 
or raise your creatures: you create 
them. In Color Quest’s world, people 
use Pengels (strange, fat little fairies 
with paintbrushes growing out of their 
bodies) to draw simple Doodles (a 
kitty cat, a plant, or in our case, a 
misshapen, yellow blob with a red 
triangle sticking out of it), which then 
come to life and start pounding upon 
one another. 

Battle itself is a stone/paper/ 
scissors type of affair, with the 
players choosing between magic 
spells, physical attacks, blocking, 
and a rejuvenating, yet vulnera- 
ble, “charging” state. The more 






A The story in Color Quest involves a missing hero : ; | <The graphic style is a bit basic, but it 
and the legend of the Doodle King, but it’s mostly §& looks surprisingly good when you see it 
about the fighting and the drawing. sit Ss me: in motion. 
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your Pengel sprouts (don’t think 
about where the ink comes from) and 
the more body parts you can learn to 
draw on your doodles. This is crucial 
because the shape, size, and of your 
doodle’s body parts dictate its stats 
and abilities. ERIC BRATCHER 





sommes ©«©=—- YOU'e AST part of the 

Kingdom, are you? r 
A “part of the Kingdom?”... That’s not some 
kind of weird, spiky-hair code phrase for 
“You're my bitch now”, is it? 


Toe You can use a Pengel... j 


Monster-raising games are a proven genre, 
and this one is both fun to watch and play. 





> 100% 


aa 86 % 


« i D z 
A Thanks to a useful radar and constant mission updates, you'll never 
be left alone, trying to figure out what the next thing to do is. 


FUGITIVE 


ith as much attention 
that terrorist groups 
have received over 
the last couple of 
years, it was only a 
matter of time before videogame 
developers took notice. Already 
popular on the PC front (especially 
with products from the team at Red 
Storm Entertainment), the chances of 
blasting anti-democratic radicals have 
been scarce in the console world. 
With Infogrames and Black Ops’ 
announcement of the forthcoming 
Fugitive Hunter, however, that void 
becomes a little less spacious. 
Assembled by the same team that 
created The World is Not Enough and 
Tomorrow Never Dies, Fugitive Hunter 
tells the tale of one Jake Seaver. A 


A Some of the missions will take you to such 
locations as Utah. Pay no attention to those 
“No Trespassing” signs. 


OBJECTIVE COMPLETE! 


A In classic tradition, a clean shot to the 
head will eliminate most enemies rather 
quickly. Right between the old eyes... 


(BN | 
The big twist in this title is that you'll arrest 
your enemies... if possible. 


former Navy Seal and successful 
bounty hunter, Seaver has been com- 
missioned to take out the world’s 
most wanted criminals and terrorists 
in attempt to locate the faction 
responsible for attacking the Fugitive 
Recovery home base. In short, the 
lead protagonist is pissed and is ready 
to blast some perps. 

Spread out across six real world 
locations including Miami, Utah, and 
Afghanistan, the game will allow 
players to earn cash by fulfilling 
primary and secondary quests while 


PREVIEWS e° | 


RaW ian PUB INFOGRAMES | DEV BLACK OPS | REL DATE JULY | MAX PLAYERS TWO | ESRB RATING PENDING 


One On 
One 


In an interesting twist to the 
genre, there are times in 
Fugitive Hunter when you'll 
actually be able to switch to a 
third-person view. You can 
then fight your opponent, one- 
on-one, and try to arrest them. 


A Most of the game is played in first- 
person, but being able to fight in third- 
person is also possible. 


Blast terrorist 
groups wilh 
Infogrames’ 
latest 


v The physics system is quite realistic, so enemies will go 
flying if you hit them with a strong enough weapon. 


ap woss 


purchasing weapon upgrades and 
equipment to deal with the impending 
dangers. With everything from 
standard pistols to fuel bombs, the 
available arsenal will be quite 
expansive and very deadly. Though 
the title’s most interesting feature 
could be an intricate fighting system 
that’s used to arrest your enemies 
instead of kill them; a unique twist. 


Though it was only playable in 
limited form as of press time, Fugitive 
Hunter still shows some promise. 
Emphasizing story and non-lethal 
solutions as opposed to ultra-violent 
gameplay, it could be the refreshing 
FPS that veterans have been waiting 
for. Check back with us over the 
months to find out if it is. 

JEREMY DUNHAM/STEPHEN FROST 
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& caer PUB VIVENDI | DEV WARTHOG | TYPE FPS | REL DATE JUNE | MAX PLAYERS ONE | ESRB RATING TEEN a 


From Inner 
To Outer 
Space 









One of the more innovative 
features of Mace Griffin is the 
ability of the game to smoothly 
transition from a standard FPS 
to a Wing Commander-esque 
combat title. 


4 While not at the desired 60fps, Mace Griffin does move quite smooth i Ay 
for a FPS. You won't have any problems targeting enemies on the run. \ 


MACE GRIFFIN: 3225.0, Eee 
space combat 











hown at last year’s E3 asa —_—more impressive by the advanced Al audio and graphical presentation. 
Crave product, Mace and battle tactics used by the enemy. More elaborate, better textured, and 
Griffin: Bounty Hunter has In addition to the already present moving at a faster framerate than 

‘ome a long way in the TUSK-powered gameplay, Universal before, Mace Griffin has suddenly 
year since its public has made several changes to Bounty become an A-title contender. 


unveiling. Taken over by heavily 
funded Vivendi Universal and adjusted 
to make better use of its technology, 
Mace is finally nearing the completion 
stage we'd anticipated several seasons 
ago. And while many of you may & 
not be familiar with this FPS from 
the same house that brought us 
Starlancer and Star Trek: Invasion, 
don’t worry; you will be. 

Set far into humanity’s future, 
Mace Griffin's biggest selling 
point is its seamless transition 
from ground to space combat. 
Similar in concept to Midway’s ; 
2002-released Haven, Bounty 
Hunter will take the idea even 
further, courtesy of the super- 
powerful TUSK engine, an effective 
tool that allows gamers to move 
from the first-person perspective 
to universal dog fighting. The 
transformation from Quake to 
Colony Wars should be an 
invigorating one, made all the 


Hunter since taking it Of course, we won’t know how 
over, the most obvious well it’ll live up to such potential until 
of which are the new we get our mitts on a final version 
modified weaponry later this summer. If everything pans ae ! 
and deeper out and Warthog can stay as focused 4 We hardly think that your little blaster 


emphasis on _as they've been so far, FPS fans could —_‘as any chance of bringing down this 
armored carrier. 
















” the visceral be in for a real treat. 
| elements of JEREMY DUNHAM/STEPHEN FROST 


= ¥ Your large arsenal of weapons includes a nice 
assortment of rifles, as well as grenades and mines. 
























A Isn’t it amazing that in this age of lasers 
and spacecraft, we still hang people? How 
primitive, and yet, effective. 





Being able to hurtle from the ground out into 
deep space gives this FPS an edge! 
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SPLASHDOWN 


Wetter ‘n’ Wilder! 


2 











came wo THO | DEV RAINBOW STUDIOS | RELEASE DATE JUNE | MAX PLAYERS TWO | ESRB RATING EVERYONE 




















hen Splashdown hit 
the scene back in 
2001, it instantly 
challenged Nintendo’s 
Wave Race series for 
the best jetski racer on both sides of 
the Pacific, and the new screens 
we've obtained from Rainbow 

Studios show that THQ is far from 
taking on water. 

Splashdown 2 features a new 
theme park, er, theme. Many of the 
title’s monstrous tracks are based on 
amusement rides: Cannon Ball Cove, 
Polar Plunge and Blackwater Castle 
will feature visuals and gameplay 
elements that resemble a ride on 
Splash Mountain at Disneyland. 

While the gaming industry has a 
habit of creating sequels that are 
merely cosmetic upgrades, fans of the 
first Splashdown will have nothing to 
complain about. THQ has more than 
doubled the amount of tricks players 
can bust, raising the bar to over an 
incredible seventy-five, and making 








A The worse thing you can do is let the 
enemy invade your camp. Keep them 
away at all costs! 


Will this game have that? 


A The key to a quality RTS is the careful balance between the three species. 





matters more complicated are the 
presence of complex currents, cross- 
flows and eddies. The colorful charac- 
ters of the original have returned, but 
a new fleet of backflipping, submarin- 
ing, trash-talking racers are intent on 
leaving players in their wakes. 

DOUG TRUEMAN/STEPHEN FROST 





A Is it just us, or does this game look like it 
takes place in the world of Jak and Daxter? 


Water this good-looking generally comes 
bottled. Anyone wanna get wet? 








a He | 
rang Se: re 
A There’s a lot more interaction going on in 
the environments now. Events will happen 
that actually affect the race conditions. 


A Sometimes, racing on the water isn’t the 
best way to go. Take advantage of the ice 
for some quick speed boosts. 


¥ With over seventy-five tricks, you'll be hard- 
pressed to do something you've seen before. 











BANA Ie Progee st 





A Our favorite side looks to be the 
Predators. They seem to have all the really 
cool weapons. 






















came wea date EA | DEV ZONO INC. | TYPE RTS | REL DATE SUMMER | MAX PLAYERS TWO | ESRB RATING PENDING 


ALIENS VS. PREDATOR: EXTINCTION 


A first-person shooter lakes a 
shot at the RTS genre 














ver since a stagehand put 

the skull of an Alien in the 

background set of 

Predator, gamers have 

wondered what it would 
be like if the two species dropped the 
cloaking devices and came out 
fighting. But while bigwigs at 
Hollywood still argue over who would 
win, there have been several attempts 
at creating games based jointly on the 
two franchises. What 

began as a first person 

*\, shooter has evolved 


RTS StarCraft, Aliens Vs. Predator: 
Extinction will feature three species 
intent on dominating the galaxy. 
Humans, Predators and Aliens each 
have ten upgradeable combat units 
with technology ranging from claws, 
acid blood, and sheer numbers to 
optical camouflage and orbital 
airstrikes. Players will fight through 
three campaigns of seven missions 
that will lead them across the 
universe as they partake in rather 
violent diplomacy. 

While we have faith in Electronic 
Arts, Real-Time Strategy has always 
been a staple of PC gaming. Will the 
title succeed like Predator or bomb 
like Alien3? We'll certainly find out 
this summer. 

DOUG TRUEMAN/STEPHEN FROST 


j players can now 

’ debate where to send a 
legion of facehuggers 

\ instead of frantically 

\ reloading a plasma rifle. 
Much like the classic 


There's nothing cooler than playing as a 
Predator or Alien. Forget being Human... 


<4 Of course, the aliens are 
our friends, right? 
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GET THE MOST OUT OF YOUR GAMES > MAY 2003 


STRATEGY 


ED) Gallop Racer 2003 


Splinter Cell 
EE) 2.0.€.: The 2nd Runner 


All-Star Baseball 2004 
MLB 2004 

Slugfest 20-04 
Tenchu: Wrath of 
Heaven 

World Tour Soccer 
WWE Crush Hour 


4 If you want to survive fireworks like this, 
you’d hest follow our advice very carefully. 





Always use the terrain to your advantage, knocking the 
enemy into a floor, ceiling, wall, or other object using the 
Gauntlet sub-weapon—it deals double damage! You can also 
do this with combo attacks. When up close, hit @ three times 4 
to perform a sword combo, then end with either @, @, or @ to \' 
knock them away, up, or down, respectively. 


Time To Be Sneak... 
Splinter Cell, p. 88 








If you run out of sub-energy, grab an enemy and use them as a shield 
or weapon. This will actually deal more damage than your blade or 
burst attacks. 





The Geyser is useful when you're dealing with a lot of enemies. Use it 
to briefly neutralize more dangerous foes, such as Mummyhead or 


Feed The Pea Leopardo while taking out peskier ones, like Raptors. 


Jurassic Park, p. 90 
First Boss: Ken/Ardjet 


Keep your distance and use your dash 
attack to lock onto all of the small drones 
she launches. Once they're all destroyed, 
dash in and slash away. When she adds a 
particle cannon blast to the sequence, just 
dodge it (it’s easily avoided) and resume 
the strategy. 


weapons, so just grab the 
beams located throughout the 


Second Boss: Viola/Nephtis 





Viola can’t be harmed by energy 


> The first time you meet Nephtis, just run it 
through with thrown girders. 
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Ren room and spear her with them. 


\ Third Boss: 
) Nohman/ Anubis 
®, You're meant to lose this one. 
\%, Whatever you do, eventually your 
energy will reach critical and a 
‘cinema will kick in. 


Finding Taper 
Taper will give you hints as to his location 
via Jehuty’s comm. link. In the first cargo 
bay, shoot a container with a “1” in the 
serial number. In the second bay, shoot a 
red container with “1” in the serial 
number. In the third bay, do the same, 
and you'll have found him. 


Escorting Taper 

Grab Taper, check your map (by pressing 
start), and plot the quickest path to the 
Emergency Launcher (a yellow diamond). 
There are also Metatron power-ups 
indicated on the map. Upon entering a 
long corridor, drop Taper and use Geyser 
to stun the enemies before they can 
attack him. Once they're beaten, pick him 
up and continue. 


Boss Four: Leo/Vic Viper 


The famous Gradius fighter can now 





<< THE FAMOUS GRADIUS FIGHTER 
CAN NOW TRANSFORM INTO A 


ROBOT... COOL! 


>> 





A This sight should be familiar to Gradius fans. 


transform into a robot... cool! When it’s in jet mode, 
keep your distance and use your dash attack. He'll 
eventually transform into a mech and come in close. 
Use your shield to block his sword attacks and then 
hit him with some of your own. He'll transform back 
into flight mode and start using power-ups, so just 
hang back and use the dash attack. Repeat. 


Mars Surface 

After the cinema, head to the nearby Metatron and 
get ready to fight the Narita, which look like a 
stealth bomber and charge at you before transform- 
ing. The best way to beat them is to put your back 
to a canyon wall, let them charge you, dash around 
them as they transform, then use the Gauntlet sub- 
weapon to pound them into the canyon wall for 
double damage. 


Canyons 

Essentially, this area has a right and left path. Go 
right first, using the canyon walls and the Gauntlet 
to smash enemy mechs, and your dash attack to 
take out the numerous floating drones. As for the 
pesky ground-based turrets and wall-mounted, 
tracking-mine launchers, your stationary charge 
blast works best. Collect all the Metatrons and 
then destroy the shield generator at the end of 
the canyon. Several Mummyheads will appear, 
led by a unit commander. Take him out first using 
the Gauntlet. 

Head back the way you came, and take the left 
canyon, which is swarming with drones. Round the 
corner and take a left—this is a “bonus path” with 
an Ex-mission file at the end and a few swarming 
enemies to take out. Don’t bother with the 
rockslide—you can’t destroy it until much later. Just 
destroy the shield generator and deal with the 
emerging Cyclops unit the same way you took out 
the Mummyheads earlier. Then return to the previ- 
ously locked gate. 


Boss Five: Viola/Nephtis, round two 
Grab the metal plates atop the towers and hold 
them in from of you by pressing the shield button. 
Viola will charge at you and hit them, rendering her 
temporarily vulnerable. Dash in for some sword 
attacks and repeat the process until the cinema 
kicks in once about 50% of her energy is gone. 
Then you'll now be in a city area, surrounded by 
an immobilizing energy field. Use Gauntlet to knock 
Viola into the field and slash her while she’s inca- 










auto-target the missiles the train fires at you. 

The train will also fire beam weapons that can 
be avoided, or blocked with your shield. Once 
you've destroyed all the cars, use Charge Blasts to 
take out the defenseless locomotive before time 
runs out. As a bonus, you will gain the Decoy Driver 
here, which produces a fake image of Jehuty to 
confuse enemies. 


Boss Six: Viola/Nephtis, round three 
The only objects you can grab here are the new 
mechs (called Clods), so use them as a shield 
against her charge attack, then dash forward and 
slash three times while she’s stunned. To keep the 
Clods from grabbing you first, keep tapping © as 
you approach them, and shake the left analog stick 
if they get you. Also, the Clods will wiggle their way 
free if you hold onto them too long, so act quickly. 

When her energy gets low enough, you'll also be 
able to grab Viola’s mech and sling it into the floor 
or ceiling to deal extra damage. 


Boss Seven: 9??? 
This boss fight’s a unique one because you specifi- 
cally need to grab and hold your opponent without 
doing much damage to it. 

The key is to lock swords with the mech (it takes 
a few attempts to get the timing right). Parry four 
pacitated. This will become more difficult as 
the battle progresses, but when she 
charges at you, a slash will always knock 
her into the field again. 


City Battle Against 
Spiders 

ADA will point you in the 
direction of enemies. You have 
to immobilize the “friendly” 
LEVs using Geyser, so they 
don’t do more harm than 
good. The Spiders are 
fairly weak, but you need 
to attack them away 
from destructible 
structures to avoid 
civilian casualties. 
Once an area is 
cleared, head 

back to the center 
of the map and let ADA choose your 
next path. There are sub-weapon 
power-ups located between buildings to 
keep your Geyser charged up. 


Train Battle 

This one is tough. On Normal difficulty, you only 
have five minutes to get the job done, so you have 
to move (and fight) fast. 

Naritas and Cyclops are the primary enemies 
you'll face here, so try to block or dodge their 
attacks and slash them when they’re vulnerable. 
Grabbing enemies and using them to clobber others 
also works especially well. Try not to use sub- 
weapons against enemies—you'll need the energy 
for Phalanx, which will quickly take out the multiple 
targets on the back of each train car. Phalanx will 


<4 When those wings 
spread out, you know 
fi, someone's gonna die! 
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strikes in a row and you'll incapacitate the enemy 
mech, at which point you can grab it until it shakes 
free. Target your enemy’s swarming missiles with a 
long distance shot, then activate your shield and 
simply let any missiles you missed hit you. For the 
particle beam, lure the shooter to the bottom of the 
level as it’s charging, then fly up and behind it as 
the beam fires. Remember to parry the sword 
strikes that come between these attacks. Upon 
victory, you'll get the Wisp sub-weapon, which 

can be used to pull enemies and other objects 
towards you. 


Escaping The Complex 

Do the same thing you did with Taper: carry your 
cargo around, setting it down when you encounter 
enemies, but always keep track of where it is and if 
enemies are around it. Follow the arrow and you'll 
be out in no time. 


Heading To Lioyd’s Fortress 

Simply follow the vocal instructions exactly, and 
don’t forget to disable lock-on (hold a) so that the 
homing mines won't track you! 


Lloyd’s Fortress 





The old scientist will test your skills before entering 
by making you face every foe you've encountered 
so far. You'll need to take the elevators located 
around the stage’s four quadrants to reach the 
bottom, and it’s best to take them in this order: 


Descending Into The Fortress 

The biggest threat here comes from the moving 
pistons that protrude from the walls. Keep track of 
how close you are to them, and don’t forget that 
they can damage your enemies as well! 


Boss Eight: Lloyd/Inhert 





Ine 


A The huge, moving columns in Inhert’s lair can really mess 
you up—stay mobile and alert to avoid them. 


Inhert fires lasers, missiles, and lays mines, but is 
vulnerable to close-range attacks. Stay close to him 






by dashing and use your close-range sword attack 
anytime he stops moving. 

Eventually, Lloyd will block out all light in the 
room, so you'll have to rely purely on ADA's voice 
commands to find him. Dodge hard left or right 
when she tells you to in order to evade the missiles 
he fires, and use your shield to block his laser shots 
when ADA says “defend” You'll eventually catch up 
with him, at which point you should focus purely on 
close-in sword attacks to break his guard and drain 
his energy. 


Battleships 

For the first ship, simply take out the two swarms of 
fighters around it, land on the ship directly in front 
of its reactor (the spinning sphere near the engines) 
and let loose with the mighty Vector Cannon. The 
next four ships are slightly tougher. First use your 
Homing Missiles to dispatch any smaller protectors, 
then use your sword to systematically destroy first 
all of its smaller gun turrets, then the main gun’s 
barrel. Then, head to the reactor and light it up with 
the Vector Cannon. 


Boss 10: Volkovo/Zakat 


A That’s no orbital frame... that’s a space station! Well, no, 
it’s an orbital frame. With a great, big, huger-than-huge gun. 


It’s pretty easy to take this brute down if you know 
the trick. First off, just dash inside its armor plating 
and attack its inner frame. When it fires up its force 
field, use the Grab move to pull off individual armor 
plates, and use them as a shield when Zakat fires 
its main gun. When you pull off the final plate, 

it'll disable the force field, enabling you to get 
inside again. Smash away, using the plate to deal 
extra damage. Repeat until Zakat assumes its 
second form. 

When that happens, dash in and slash away at 
the head. It’ll put up a small force field, but this can 
eventually be broken through with the sword attack. 
Zakat will use two attacks now: a sort of “black 
hole” that can be avoided by simply dashing 
backwards until it disappears, and homing mines. 
Just use your shield to deal with them—they’ll 
explode, but won’t hurt you. Then get back up to 
the head and pound away. 


Giant Battle 

Use Phalanx to clear enemies from one section of 
the map at a time, and stay vigilant for enemy rein- 
forcements and LEVs who may be in trouble. 
Occasionally Leo will call for your help, then you'll 
have to disable lock-on (hold aa) and fly to his 
location on the map (indicated by a light blue 
triangle). If an LEV is disabled, but not destroyed, 
shoot it with Geyser to protect and recharge it. 
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Descending Into Aumann 

This underground area is swarming with enemies, 
but with your newly upgraded Jehuty and Zero-Shift 
sub-weapon (which enables you to teleport), it’s a 
piece of cake. Simply Zero-Shift to each enemy and 
slash ‘em a couple of times. Easy! 


Energy Cannon 

Grab the metal plates on the wall and use them as 
shields against the powerful beam, moving forward 
only while it’s recharging. When you finally reach it, 
use the wall plates to block its attack, then fire a 
Charge Shot to damage it while it’s recharging. 
Destroy it and you'll reveal the energy barrier 
guarding Aumann. Use the Vector Cannon to 
destroy it and fly through. 


Boss II: Nohman/Anubis, 

round one 

Your first real fight with Anubis is actually pretty 
easy. Simply Zero-Shift to its location and slash away 
until its energy reaches 50%. 


Boss le: Nohman/Anubis, 

round two 

This time, Nohman is playing for keeps. The easiest 
way to beat him is to dodge his “red dot” attack to 
the left or right, then Zero-Shift next to Anubis just 
as the main part of the attack passes Jehuty. Slash 
away with your sword to eventually land a blow on 
Anubis, then repeat the process. If Anubis material- 
izes at a distance from Jehuty, wait a split second, 
then Zero-Shift to it as it’s charging up its attack and 
hit it with a sword strike. This is a time-consuming 
battle, so pack a lunch. 


Boss 13: Nohman/Aumann Anubis, 
round three 

This is it—the final battle. You'll need to have 
practiced your sword parrying timing to beat Anubis 
this time, since nearly all of the confrontation takes 
place up close. Parry him enough and you'll eventu- 
ally break through and deal damage. After a bit, 
Anubis will Zero-Shift away, at which point you 
should wait about one second and then Zero-Shift 
to its position. If you time it right, you'll catch Anubis 
while it’s powering up for a blast attack and can 
inflict sword damage while it’s off guard. Once 
you've beaten the game, you'll get one of two 
slightly different endings, depending upon your per- 
formance on the two graded missions (the spiders 
in the city and the big battle). 





A If you time it correctly, you can get a few good licks in on 
Anubis before he zero-shifts away. 
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Only seconds remain to rescue victims:from a burning __. Experience gut-wrenching action as you airlift victims You’ve maneuvered your chopper performing death- 
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TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on June ‘st. If there are multiple win- 
hers, the final winner will be decided 
by the best paragraph that explains 
why you're the winner. Send a picture 
or a videotape (non-returnable) and a 
short paragraph explaining why you're 
the winner. Sorry, no e-mail entries! 
Due to legal constraints, this contest is 
open only to readers living in the 
United States, age 18 years or older. 


SEND YOUR ENTRIES TO: 
PSM May Challenge # (the 
challenge you're entering) 

c/o Future Network USA, 

150 North Hill Drive, Brisbane, 
CA 94005. 





THE CHALLENGES 


Challenge #1: Dynasty 
Warriors 4 
Complete all three major 





SPLINTER CELL 

























he darknessis your friend in Splinter Cell—stay out of the light whenever possible. 





campaigns in Musou Mode. 
Photograph or videotape the 
campaign selection screen 
showing them as cleared. 


Challenge #2: Z.0.E. 2 
Defeat the game with an SS 
score. Photograph or 
videotape the screens 
displaying your score. 


Challenge #3: Dragonball Z: 
Budokai 

Unlock all available characters 
(including Hercule and the 
Great Saiyaman), and 
photograph or videotape the 
character selection screen 
showing them as available. 


THIS MONTH’S 
PRIZE PACKAGE 


Splinter Cell game 
NBA Street 2 game 
DefJam VENDETTA game 


PlayStation.2 





arandomly | 
Chosen 

) Yet still coop) | 
tshirt! 


JANUARY WINNER 


Tony Hawk’s Pro Skater 4 
Eric Siegfried of Las Vegas, NV 
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Become A Master Of 
The Spy Trade! 


Uncle Sam wants you — to be patient 
Simply put, this isn’t Contra, so don’t run 
in with all guns blazing. Playing Splinter 
Cell successfully means spending much of 
your time inching forward, careful to 
remain silent and (whenever possible) 
cloaked in shadows. Incidentally, lights 
can be shot out, smashed with bottles, 
and sometimes simply switched off. 





Kick, punch, it’s all in the dark 

While it’s possible to elbow a sentry and 
instantly render him unconscious by 
pressing the @p button, Splinter Cell rec- 
ognizes the ®) button with much more 
accuracy than it does @p. So it pays to put 
your victims in a chokehold before you 
knock their lights out. 





Better than a head shot 

To kill a guard with a single shot, aim at 
his neck instead of his head. Also, don’t 
forget that if you fire at a guard while 
moving, or before Sam’s crosshairs have 
completely zoomed in, your accuracy 
will plummet. 


Bottles and cans can be picked up and 
tossed far away from a guard’s location, 
so he leaves his post to investigate. 
Conversely, bottles can be smashed on 
the spot to lure guards straight to Sam. 


Hey, nice body! 

Leaving your victims’ bodies laying around 
is just asking for trouble. Guards who find 
them will sound the alarm, and if you 
leave too many behind, the difficulty level 
will actually increase.. This applies to 
characters you interrogate as well, like 
Grinko's driver in the Defense Ministry. 









Clean up after yourself, soldier! 


Be a gadget guru 





Don’t get caught up with using gadgets 
and items solely for their intended uses. 
Flares can be thrown to distract guards, 
projectile cameras (and the camera jam- 
mer) can knock out guards, and the ther- 
mal goggles can be used after throwing a 
smoke grenade to see whether the 
guards are still on patrol or asleep on the 
floor. Of course, they also look through 
thin walls. 


Color me sneaky 

It’s also possible to use the thermal gog- 
gles to learn the code combinations in the 
Chinese Embassy. Buttons pressed give off 


Splintered Segues 


There are several rather nasty points in the 
levels in Splinter Cell where people get 
confused as where to go next. We've got 
them broken down below: 


The Police Station 

The cable off the first balcony is not a 
zipline. If you jump for it, you'll die. Instead, 
look to the shingles for a trapdoor. 


The Defense Ministry 

Hide the cook’s body in the freezer and 
turn the lights off, or your cover will be 
blown. When you get to the courtyard, 

look for a lattice to climb. 


The Oil Rig 

Once you've climbed through the oil 
pipeline, you'll climb up a ladder to a 
platform. To keep heading forward, find a 
second ladder close to the first mounted 
on a steel strut (it’s to the northeast). 
Once you've climbed that ladder, find 
the electrical box, mount it, then jump 
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heat signatures marked in (from first 
to last) light blue, dark blue, green, 
and orange. 


Confuse automatic gun turrets by 
approaching them while using a guard as 
a human shield, but be careful. If the gun 
spots even a centimeter of Sam’s body 
sticking out, it will fire. Your guard will die 
instantly, and you'll follow shortly behind. 


Reach for the Stars 


If you misfire a sticky camera and it ends 
up too high to recover, a single, well- 
aimed shot from Sam’s pistol will knock 
it free. 























[ : eS 
A The bodies of your unfortunate victims don’t 
disappear, so hiding them is crucial. 


to the overhead pipe. 


The Chinese Embassy 

To escape from the Embassy after you've 
used the laser microphone, look for a 
pole that can be climbed to take you over 
the wall. 


The Chinese Embassy Redux 

The jammed keypad door can’t be opened. 
If you look around carefully you'll find a 
narrow passageway that Sam can lean 
against and shimmy through (press L3 to 
stick to the wall). 


CODES 


MLB 2004 

Big heads 
ReVotove 
Small heads 

tT Vooom 
Big bodies 
*)< 2 Ooem 
No bodies 
CRITRZT RITZ WN Oe ce 
Dev names 

CRIT RZ Mee oe ot ol L211) 
Big ball 

aoowt ove 
Fast players 

€ 5° <¢oOoom 
Slow players 

€<¢€ °° 2eeu 


Wwwi ( TU: h Hi Ul 

CODES ENTERED WHILE IN THE 

3D SHELL MENU 

Unlock Vehicle “Kevin Nash” 

(will save to MemCard): 
(i2}C=)inz{©) 

Unlock all levels/vehicles 

(temporary): 
(@PizTR2O@ TT Lifi2) 

Simulate “All Seasons Won” 

(all wrestlers in the shell will be 

wearing belts): 


iztR2V@LOLAIR TL @LO} 


CODES ENTERED FROM THE 
PAUSE MENU 

Special Meter grows 5-times 
faster: 

se) ef eC OLOLOIO) 
Unlimited Turbos: 

Pale) (o MCPMCSY LITA ITRZIC)) 
Auto-win level (Season Mode 
only): 

OCH MOOI ZA@OOe) 


All-Star Baseball 2004 
Unlock 200 points that can be 
used to obtain trading cards which 
unlock tons of cool stuff. Play a 
two player game, strike out every- 
one until the bottom of the 9th, 
then walk four batters in a row. 
Codes are entered by pressing 
(OROQRO) Mum ecrurlcr 
number of times, then locking it 
with a directional. For example, 


PAE (@OOLOTO): 


Disable Cheats: 1,11, J 
Unlimited Turbo: 4, 
16-inch softball 2 
Whiffle Bat 0, 
Big Head 2 
Log Bat 0 
Ice Bat 0. 
Blade Bat 0, 

(0) 


Spike Bat 


Bone Bat 10} 
Mace Bat 10} 
Coliseum 3 
Rocket Park 3 
Monument 3 
3 
3 
3 
2) 


ws 


PNWNNWNWOODO 
vo 


— 


Midway Park 
Empire Park 
Forbidden City 
NETIC 


wos 
7 a i ie A i A i a 


= 


3 
Rubber Ball 

Tiny Head 2 

Max. Batting 3 

Max. Power {0} 

Max. Speed 0) 

Pinto Team 2 

2 

2 

2 

2 

3 


WwOooOoONn 


SFowoo 


= 
Noo 


vy 


Horse Team 
Eagle Team 
Lion Team 
W Cole (oH Cel wlal-lal=y 
Team Fitzgerald 
Dwarf Team 1 
Gladiator Team 1, 
120) 0) 0) (=) y (=7-10 S| 
Subzero Teams 1 
L2Xofe(=To @ (0) 7 
Little Leaguers 1, 
Minotaur Team 1 
Olshan Team ip 
Rivera Team 2 
Napolitano Team 2, 
Evil Clown Team 2, Lh 
2 
2 


= 


WNnN 
Cae) 


? 


Vue 


D 


9S 


NNWYw 


= 


D 


OWNW 


Oey t 
€ceece fe 


WNnNa 
NNNS 


3¢ 


ae 


Alien Team 

Casey Team 
Extended Time For 
Inputting Codes 3, 0, 3, 


ork 
3 


77) 


w= 
> ee 


Unlimited transfer money all 
seasons 
2 3><TTTt 
Unlimited transfer money one 
season 
tTV< > 
Unlimited Skill points for Custom 
teams 
tTtawt 
School teams in Exhibition Mode 
CLiTLiPLifRzyR2iR 2) 
Semi-Pro Exhibition Mode 
(i2{R2{i2pR2qL2y Az) 
Unlock Timewarp teams vol. 1 
*loeoorto 
Timewarp teams vol. 2 
GR 202 1) 
Dev staff teams 
CR2T LILLY i ee 
School Pitch stadium 
tTT< 2B 
Schoolyard stadium 
(i2QuiPRifLifizy tz) 


_ Jungle stadium 
. O@Bwetl > 


Farmyard sounds 
aowmtla 
Circus sounds 
Ciifiifiztr2pR2yeiy 
Fast commentary 
(L2ER2QRIERZELZ{R2) 
Unlock everything 
aneatly<. > 
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by Full Sail Graduate 
Brian Germain 


s{=¥-) Al Coy a(em mel Uce-la(o)a| 


Game Design and 
Development 
Computer Animation 
DI folie Ma Cerel ee) 

Film 

PAN GTalfo) 

Show Production 


www.fullsail.com 


¢ Financial aid available to those who qualify. 
¢ Job placement assistance. 
¢ Accredited college, ACCSCT. 


° HOW TO 






JURASSIC PARK: OPERATION GENESIS 








Park-building hints from Lead Designer 


Nick Hagger 


Start showing dinos ASAP. Build a 
hatchery in your first dino enclosure, 
and consider going with a plant-eater 


for dinos. Try to get 100% DNA 
(they'll live longer), make sure they 
have easy access to both food and 
water (duh), and know that herbi- 


first—they’re a lower security risk. 
After you're open, tweak the entry 
fee often to make sure you're getting 
all the scratch you can. 


vores can get so scared of carnivores 
in the same enclosure that they won’t 
eat. If a dino does go into shock, send 
rangers to help them immediately. 






Righteous research 


The Weather Guard is a good first 
item to research because it both 
protects your guests and 
toughens your buildings against 
thunderstorm damage. 


Having more dig teams means faster 
DNA retrieval. However, choose your 
dig sites carefully. Focusing on more 
popular dinos make seem wise, but 
they'll bring greater security risks. 
Remember: this is Jurassic Park, so 
Safety is always a priority. 





Do dinos take people-shaped 
vitamins? 


Visitors hate seeing improperly cared- 


169,090 
Ban VONMY, 





Jurassic Feng-shui 

The key to getting a 100% dis- 
play rating is understanding the 
habits of your three guest types. 
“Thrill Seekers” love carnivores 
and carnage. “Fun Lovers” prefer 
non-violent herbivores. Finally, 
“Dino Nerds” like authenticity, so 





4 Big carnivores are the most popu- 
lar dinos you can stock, but a huge 
security risk as well. 





Ride your way into the winner’s circle, with Tecmo’s help 


Stat survival 

It’s fundamental, but make sure you enter the 
race best suited for your horse's preferred track 
type (dirt or turf) and length (in furlongs). If you 
don't, you’re doomed before you even start. 


Nice legs 


Don’t run ragged 
Typically, horses should have two weeks rest 


DIST _1.3F eX a 


between races. 


Starting strong 

If you’re a beginner looking to 
win races early, you should use iii%, 
horses with Stamina and bd sj 
Breaking (acceleration) ability. 
Also, a good start is critical, 
especially for horses that like 
to lead races and short races. 
Do you best to start well and 
settle into your ideal position 
about 3 seconds later. 


» Your riding crop is the key to 
victory, but if you whip your horse 
too much or too little, you'll be 
looking like a loser. 


SPEC! AL 
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Leg type represents the horses ideal pack posi- 
tion. If you are caught out of position, horse will 
be upset and lose energy faster, burning energy 
you need for the final stretch. 





A Guests love safari rides, and you can 
take promotional photos if you ride along 
on them. 


putting dinos from the same locale 
and time period together will score 
big points with them. 


Emergency action 


Whenever you have even a hint that 
something bad is going down, place 
your park in Emergency mode. Watch 
the weather for twisters, and if a 
large carnivore breaks free, don’t hes- 
itate to retire it if it'll save guests’ 
lives. Installing Sentry Turrets, Visitor 
Shelters, and Security Cameras (par- 
ticularly in enclosures that contain 
safari rides) can also minimize risk to 
both visitors and dinos. Finally, if the 
shizzy does hit the fan, get in that 


Title screen: 





copter and intervene personally— 
you're faster and more accurate than 
your rangers. 





Be humane, human 
Never shoot the dinos for fun. The 
guests hate it. If you have to kill a 
dino in any non-emergency situation, 
close the park before you do your 
dirty work. 


Picture perfect park promotion 


Build safari adventures and balloon 
tides if possible. Guests love them, 
and you can use the onboard cam- 
eras to take pictures of your star 
attractions, which are then sent to the 
magazines, which then make you 
even richer and more popular. 


CODES, continued 


Tenchu: Wrath of Heaven 


Unlock all characters 


@@Mmem- < L3R3 
Unlock Demo stage 


Pause Mode: 


112 <€@O® 


Unlock B-side voice over 


Hold ca-a@, LOTO .@<@ 


Recover Health: 


1l2<OOO 


as well. 
SILENCE 
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Mission Select screen: 

Unlock all missions: 
@@mm—> @(L3R3) 

Unlock all layouts: 
(R3L3)@@@@a@ 


Item Select screen: 
Unlock all items: 

Hold @+a, FOO <@OVOG>OO 
Add ten of each item: 

le) M RZ Ea LZ OKO on ee 3 


Note: The Unlock all characters, Unlock all missions, 
and Recover Health codes work in multiplayer mode 









a 


KONAMI ® 
jww.kKonami.com/usa 











METAL GEAR SOLID ? 


SUBSTANCE 


EXCLUSIVE GAMEPLAY ONLY ON SUBSTANCE! 


350+ VR MISSIONS ° 150+ ALTERNATIVE MISSIONS ° 5 SNAKE TALES » EUROPEAN EXTREME MODE 
CASTING THEATER * BOSS SURVIVAL MODE e ENTIRE SONS OF LIBERTY™ GAME 
MERYL RETURNS! ° FIRST-PERSON VIEW MODE e« VARIETY MODE © WEAPON MODE 
SNEAKING MODE e SKATEBOARDING MODE ° BOMB DISPOSAL MODE e ELIMINATION MODE 
HOLD UP MODE * PHOTOGRAPH MODE ® HIDDEN PLAYABLE CHARACTERS 
GIGANTIC SOLDIERS » NEW DOGTAGS * NEW MUSICAL SCORES « EXCITING NEW STORYLINES 





Blood and Gore 


oe 2 PlayStation.e 


METAL GEAR®, METAL GEAR SOLID®, SONS OF LIBERTY™ and SUBSTANCE™ are either registered trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. © 1987 2003 KONAMI COMPUTER ENTERTAINMENT JAPAN. 
KONAMI® is a registered trademark of KONAMI CORPORATION. ALL RIGHTS RESERVED. “PlayStation” and the “PS” Family logo are registered trademarks of Sony com Entertainment Inc. 
The ratings icon is a trademark of the Interactive Digital Software Association. Screen shots are from the PlayStation®2 version. Skateboarding mode is only available in the PlayStation®2 version. 








| PSM Letters 150 North Hill Drive 
c/o Future Network USA Brisbane, CA, 94005 USA 


E-mail: 
psm@futurenetworkusa.com. 





A No, this isn’t the scene that was edited out of the U.S. version, so you fanboys can stop drooling now! 





RANDY’S TIP 

OF THE MONTH: 
“4f you have as much 
trouble deciding what 
to wear in the morning 
as I do, try using the 
create-a-wrestler 
mode in WWE 
SmackDown! to help 
make up your mind. ERIC 
I've found that it’s 
much easier than 
trying on every 
spandex suit, bandana, 
and sleeveless T-shirt in 
my closet to figure out 
what looks good 
together. I’ve even 
used it to decide 
whether a mullet or 
mohawk will go best 
with my outfit!” 


olkBACK 


EACH MONTH we post a new question 
on our website at psmonline.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question Was: 
“What's the biggest thing wrong with 
videogames today?” 
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Oni 2005, oni2005 @hctmail.com 


4 If this picture of the PSM crew was a 
videogame, we'd have to give it a 6... 





A month ago | was watching Extended Play on 
Tech T.V. and they were ragging on Metal Gear 
Solid 2 because of the amount of cutscenes. 
Then, in the Hits & Misses section of PSM issue 
# 69, you also complain about excessive 
cutscenes, using GS2 as an example. | would 
just like to say “What is wrong with you people!” 
Have you been blind for years?! What about 
RPGs? I've noticed that in all RPGs in order to do 
battle you push a button and the game does the 
rest. | played a demo of FFX and after watching a 
long intro, | walked my character a little, then was 
attacked. An option menu popped up asking me 
what to do, | pushed what | wanted to do and IT 
did it for me! This was repeated again and again 
in every battle. How LAME is that?! | would rather 
watch cutscenes than watch my character fight 
all by himself. Am | the only one who sees this? 
Jeremy Alexopoulos, 
jra@salmoninternet.com 


Well, these are actually two different 
types of game, so you can’t really compare 
the two. Admittedly, RPGs do tend to have 
battle systems where the emphasis is upon 
scheduling your actions, not actually 
executing them, because real-time combat is 
very difficult to do with multiple characters 
simultaneously (though the combo systems 





Prices for the games and paying to play 
my games. | don't find this fair for the 
money-impaired. 

Marcus Daniels, Fountain, CO 


| think games are coming out too quick 
now and not enough thought is going 
into them. 

Jacob Whittington, Juneau, AK 


Broken promises. It seems that every time 
anew game is coming out, the developers 
promise us that the game will be unique 
and will be set apart from other games, 
then when you're all excited and the 
game comes out, you find out it is a 
bunch of BS. Take The Bouncer, 
for example. 

Michael King, El Paso, TX 





Don't get me wrong... | love new ideas, 
concepts, and creativity, but sometimes it's 
to the point where it doesn't even make 
sense and it's pointless sophistication. 
What's wrong with just being simple? 

Nick Seczepanik, Columbia, MD 


| got just one word for this: sequels. 
Jose Jariol, Columbia, MD 


DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 





What 
B/ do you Know 
“funkleheimer" 
/s a word! 


Well 
f abetisa 
bet--guess I've 
gotta shave / 
my /egs. 


A One fake page to insert into dictionary: $1. 
Countless won bets around the office: priceless. 


Can you 
hear me “ow? 
I\ Can you hear me 
nowR? ss 


A Steve takes the term “anytime minutes” 
waaay too seriously. 


Slate-sense, 
if tingling... Ah, it's 
probably just the 
burrito. f\ 









Mr. Hershey, 
| Owe your 
chocolate! Hey, 

what's this 
written on the 

bottom... 








[ \This air’t 
chocolate. - 
--Chris’ cage aT me: 


A It’s not what you think—it’s four pounds of 
laxative. Some stains will never come out. 


| think the biggest thing wrong with 
games is not enough RPGs! 
Nick James, St. Charles, MO 


The biggest thing wrong with videogames 
today would have to be all the gore. 
Almost every videogame has people 
getting killed and blood going everywhere. 
Josh Ewing, Monroe, GA 











| think the biggest thing wrong with 
videogames today is that they are turning 
into movies. | used to have to worry if | 
was allowed to play a game because of 
violence. Now | have to worry about 
sexual content. | just don’t know why they 
have to add that. 


in Vagrant Story and my beloved Legend of 
Dragoon gave it some life). However, MGS2 is 
an action-oriented game, and the bottom 
line is that, during the last hour and a half 
of the game, I was in control of my 
character for a grand total of ten minutes. 
That’s just silly. 


| would like to share with other gamers what's 
it’s like to be an older gamer. Being 35 years old, 
| want to first say that I'm glad that more games 
are of the “mature” nature. | wouldn't be gaming 
today if they weren't. But there are other pros 
and cons to being an “older gamer”. The pros: 
not having to wait until Christmas or birthdays to 
get my favorite game. | have the cash to buy 
what | want, when | want. But that’s where it 
stops. Working full time, owning a home, and 
spending time with friends, family, and girlfriend 
leaves little time for my dusty PS2. | actually 
have to plan my gaming time in advance and, 
with all the great new games, it’s hard to stay 
with just one and actually complete it. Have fun 
playing games, wish | could play, too. 

Pland, pland@carolina.rr.com 


Hey, at least you haven’t “grown 
out” of games—that’s something every 
gamer fears will happen as they get into 
their thirties and beyond (no matter how 
into games they are at the moment). 
Gaming, even in short bursts, can be a great 
escape from the stress of the daily grind. 
Even though I “play games all day” for a 
living (yeah, right!) | always make sure to 
set aside some time at home to relax with 
one of my all-time favorites. 


| had just beaten Tekken 4 the other day when | 
found something interesting in the credits: one of 
the actors was Tomokazu Seki, the Japanese 
voice of Van Fanel of the anime Escaflowne and 
one Japan's biggest known seiyuu [voice actors]. 
My question for you is, how many times have 
anime voice actors done voice overs for games? | 
think that this is very cool that one of my favorite 
seiyuu has done voice acting for videogames! 
Bobby Barr, kihei-tai@excite.com 


Jim Fisher, Collegeville, PA 


www.psmoniline.com 


| think games could improve their sound- 
tracks a little. I'm tired of hearing songs 
from the ‘70s on the Tony Hawk series. 

- Daniel Zaleski, Sugar Land, TX 


Peripherals. Use that light gun! 
Incorporate the headset! We have them. 
We want to use them! 

Doug Turner, Springfield, IL 


Actually, there are many times when 
well-known Japanese voice actors lend their 
talents to videogames. In fact, there are 
way too many to count. In most cases, 
though, voices are handled by seiyuu who 
aren’t quite as established yet. That saves 
the company money, but still provides a 
higher level of quality than would be 
possible from the developers providing 
the voices, themselves. 


People blaming violent games for their actions 
are making me sick. Violent games do NOT 
make violent people, and there have been 
studies to show this. When people who are prone 
to be violent play violent games, they become 
LESS likely to commit violent acts. Why is this? 
Because it’s a stress relief; you can do things in 
video games that you just can’t do in real life. The 
only reason these studies haven't been made 
public is because people want their scapegoats. 
Rock and Roll with Elvis, Heavy Metal like 
Metallica and AC/DC, even AD&D have all been 
used as excuses for people's lack of intelligence. 
Also, need | remind people, that Doom and Duke 
Nukem (games | was raised on) were around way 
before there was even talk about giving games 
mature ratings?? Stop blaming video games for 
your own lack of common sense and start taking 
responsibility for your actions. 

Julia, traunie@lycos.com 


Julia, Robert A. Heinlein (the author of 
Stormship Troopers) once said “The human 
race divides politically into those who want 
people to be controlled and those who have 
no such desire.” Lately, it seems the “no 
brains, no responsibility, tell me what to 
do” crowd is in control and that scares me, 
because they want to control more than just 
your games... much, much more... 


| am writing in response to a letter in March ‘03 
that stated that you “were never truly pleased” 
with any game reviewed. | would like to let you all 
know, (especially you, Mr. Chris Slate) that | get 
down on my knees every month and thank God 








Lots of dg 


well-known 
seiyuu do videogame 
voice-overs, Bobby! 


GAMES WE 
WANT TO SEE 


UNBALANCED LOAD 

In this unique puzzle 
game, players rearrange 
the contents of washing 
machines to prevent 
them from shaking 
violently during the spin 
cycle. Not only is there a 
time limit, but the loads 
become larger and more 
unwieldy over time as 
objects such as sneakers 
are thrown in. In the 
story mode, players 
travel from laundromat 
to laundromat, challeng- 
ing other “Laundry 
Masters” and earning 
quarters for each load 
they successfully 
balance. The final level 
pits players against the 
fabled Unbalancable 
Load, comprised entirely 
of area rugs and pillows! 


| think the only problem with video games 
right now is that they are too bloody and 
violent. I'm 15 and my parents won't let 
me play Shinobi because it's too bloody. | 


think games can be just as good without 
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the blood and gore... who cares if they 
only get a "Teen" rating? 
April Speights, Santa Cruz, CA 
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HARDCORE 
|The Empire Strikes Back _| 


| belong to a very rare breed, | am both a 
diehard gamer, and a diehard Star Wars fan. 
That being said, | have one simple question, 
will we ever see another Star Wars game 
for next-gen systems that is based off of 
the ORIGINAL trilogy? Just imagine it, flying 
through the forests of Endor at about 120 
mph. in true 128-bit glory, or hearing the 
explosion of the Death Star in awesome 511 
surround sound! Are you guys with me, or 
am | just a very sad, pathetic little geek? 
Ryan Kennedy, 
sepulnation 13 @juno.com 


Oh, I’m with you, Ryan 
(although I'd have to disagree with you 
that the diehard gamer/diehard Star 
Wars fan combo in a rare one). 
Unfortunately for us SW nuts, 
LucasArts is on an Episode I/I/IN kick at 
the moment, but perhaps we'll see a 
revisiting of the original “better” 
trilogy when it’s finally released on 
DVD (probably sometime in the year 
2015 at this rate). I just hope that what 
we get isn’t yet another rehash of X- 
Wing space combat (although | 
certainly wouldn’t turn down some of 
it), but rather something that combines 
other elements of the films—such as 
the Endor speeder bike chase you 
mentioned. Or how about the ability to 
reenact the Battle of Hoth from the 
Empire’s point of view. | know that I'd 
love to pilot an AT-AT or AT-ST against 
the rebel scum and (unlike the hokey 
Civil War reenactments) actually get to 
change the outcome and win! 


LT LT LF 4 


for your staff and its wonderful magazine. It’s 
refreshing to read your staffs’ honest opinions 
about games and the fact that you don't kiss 
anyone's ass. | would not read any magazine that 
gave a slew of games perfect scores that frankly 
don’t deserve it. No game is without at least one 
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BILL Actually, Josh, I’m still trying to figure out how 
you got the damn thing turned on! In fact, I'd like to 


know how you got it out of the box... 


lam having a problem. | just got a new PlayStation 2, 


just press the Open button while the game is still playing 
and then hold the reset button? Or do you reset it and 
then, while it’s in standby mode, press the Open button and 
then reset it again? Can you help me clear this all up? 
Joshua Tan, legolas 189@hotmail.com 


[ ‘m not sure of the right way to turn off my PS2. Do you 










HEY, FOLKS, 
LET'S GET ALL 
TECHNICAL... 
OR SOMETHING! 







so full! Problem solved! 





BILL Gee, Nick, that’s an easy one. You've either got 
to get a lighter cup, or just stop filling the darn thing 





My brother and | read in your column that the British 
version of the PlayStation 2 is steam-powered. Steam- 


powered?! | just wanted to know, is this a joke that you told 


in the past that | missed, or just some inside joke, or what? 
Lionheart, Chocoboy2002@aol.com 


BILL. No, Lionheart, they really are steam-powered! 


which is cool, but my problem is that whenever | press the 


“Open” button, a cup holder comes out. And when | put my 


cup on it, it breaks off. Tell me, what should | do? 


Nick Forgot, crazydrunky@writeme.com 


flaw, since being flawless IS a flaw. | read every 
issue at least twice before | am truly finished with 
it. | look forward to reading your magazine every 
month and will be a loyal and grateful fan for 
years to come (as well as my son). 
Timothy Craig, 
starwarsnutz2379@aol.com 


Whew—thanks, Timothy. You caught 
me just as I was about to jump. 


| read in your huge E3 coverage about a couple 
of RPGs called Growlanser 2 and 3. | did some 
research and found they were to be released 
together as a package deal, but | haven’t heard 
anything about them since then. Are these 
games still in production? 

Ryan Smith, super.goku@verizon.net 


Thankfully, yes. Working Designs has 
assured us that work on both games is still 
going, although they won’t be released as a 
set. We're told to watch for Grow/anser 2 
bursting onto the scene any day now 
(maybe even by the time you read this), and 
Growlanser 3 \ater in the year. 


Trust me on this one! (Like fish in a barrel... ) 


Have a question that requires a thoughtful, adult answer? 


Send an e-mail to bdonohue@futurenetworkusa.com, 





| was reading your March 2003 Issue (#69) and 
| came across the rumor section on page 18 
about the PS2 Handheld. On “Our Take) you 
mentioned something about Sony possibly 
having trouble cramming loads of technology on 
a small cartridge to make it work. Who said that 
a PS2 Handheld needs to be cartridge? 
Nintendo has always had cartridges because 
that’s how they started. Sony started it all with 
CD's, so why not Mini-Discs for the Handheld? | 
certainly have to believe that it's possible consid- 
ering all the gadgets that are already out there. 
If pricing is a concern, | think that Sony should 
feel comfortable making an item in the $150- 
$175 range to begin with. After all, the price 
probably wouldn't stay like that, considering that 
making of the PS3 is due out in the next couple 
of years. | think it’s a good way for Sony to “test 
the waters” so to speak in this sort of field; 
they're more than capable of completing such a 
task and people would definitely buy it... but 
everyone already thinks that, right? 
Mark Dugan, 
crazimanO2 @optonline.net 


| wouldn’t rule anything out, and 
you're right about Sony leading the way 
with a CD-only console. It will all come 


with “800-LB. Gorilla” in the Subject Line. 


WHERE ARE 
THEY NOW? 


RISING ZAN 

After realizing that 
the market for 
katana-wielding 
cowboys as game 
characters was 
limited at best, 
the self- 
professed 
“samurai 
gunman” 
finally 
decided to 
pursue his 
other life- 
long dream. 
Still wearing his 
Stetson and 
chaps, he can now be 
found putting his finely- 
honed sword skills to a 
different use: slicing 
racks of ribs and tuna 
rolls as owner and head 
chef of “Rising Zan’s 
Roadhouse and Sushi 
Bar” in Lubbock, Texas. 











It would be cool if you could interact with 
characters more. You'd need to make 
your own decisions from the primary 
objectives, which would decide if you 
succeeded in completing the level or not. 


You'd make allies by interacting with them. 
Andrew Carver, Milwaukee, WI 


Way too much of the same ol’ stuff in 





EVERY genre. Not enough BIG changes 
(at least ones that would make any real 
difference) within genres. Keep the same 
game engine and slap a new coat of paint 
on it, why don't ya (Oh yeah, that's what's 
been happening... he, he)? 

Ryssen Punchewug, Honolulu, HI 


Lack of originality. A lot of the time, it's 


the same ol' crap shooting out of the 
toilet and back into your face. 
Anubis F! ux, Rolling Meadows, IL 


The misunderstanding that videogames 
cause violence. 


Brett Kaminski, Lemont, IL 


The worst thing about videogames is 
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when the main character is a animal. | 
mean, come on. Woof Woof! 
Bobby Medley, Ames, IA 


What's wrong with videogames today is 
the fact that so many new games suck. It 
seems that most new games are rushed 
and sloppy. Take your time, people! 

Ricky Soles, Los Angeles, CA 


Yo, what do you think 
of these new models? 


They're alright-- 
the Vector Cannon 
is Aecka cool! 


down to storage capacity, media cost, 
and the actual hardware manufacturing 
cost, | suppose. 


There is something terribly wrong with the 
shotgun on the cover of your March 2003 
magazine. Why is there smoke coming out of 
the magazine tube? Best Simpsons’ impression: 
“Boy, | hope someone got fired for that’ Just 
thought you might like to know. 

Nate, Colt 1911 acp@aol.com 


This can logically only point to one of 
two conclusions, Nate. First, the artist 
thought the weapon in question was an 
over-and-under type of shotgun (yeah... 
right... ), or secondly, the artist just wasn’t 
familiar with that type of weapon. 
Personally, | believe the latter is closest to 
the truth! What can we say? It happens 
every so often. 


| would like to talk about getting screwed over by 
big business. | recently bought Everquest Online 
Adventures. | get the game all the way home 
only to realize that it had no single player mode. 
Since I’m only 13, meaning | don't have the 
online adapter or credit card, you can imagine 
my situation. | opened it, but didn’t even take it 
out of the box before realizing any of this. So | 
try to return the game, only to have TOY’S R US 
say it is against store policy once it is opened to 
return a game. So now | am out 55 bucks and 


They are too concentrated on graphics. 
What ever happened to tight gameplay? 
Pong, anyone? 

Adam B., Fresno, CA 


Not enough games dare to try something 
new, even if it's completely wacky. | want 
cwazy games!! :P 

Michael Lee, Portsmouth, OH 


| don't think that there is anything wrong 
with video games... the only problem is 
that everyone has different tastes and it's 
rare when you find a game that 
EVERYONE enjoys. 


Hell's yeah! | popped, like, 
| Fifty of those sentry bots 
while 


botsP Davin, man! 
Yeah, it was hella 
cool. And | did it 


| pushing mach- 
freakin'-zwo, man! 


You took out Aifty sentry 


The only thing 

is... I'm not too 

sure about these 
W cockp/ts, bro... 


I'm just glad [3 
| got the 
roor/ler 


da man, dog! 


have something that | might as well burn for 
heat. | called the local videogame store, only to 
have them say they can’t buy the “used” game 
because of the “not valid for purchase if opened” 
disclaimer that EQOA officials put in the most 
useless space. Is it just me or does it seem 
companies are starting to go out of there way to 
piss their customers off? With all the require- 
ments, like a credit card, | think ESRB should 
start rating on more than just content. Do you 
guys agree with me on the fact that companies 
seem to have no problem selling things, but 
seem to play dumb when a problem arises? 
Dragon, Dragonball979@aol.com 


Umm... while | might take your age 
into consideration, it seems that most 
people should be aware of the online-only 
aspects of the game by simply looking at 
the packaging. It says that you require an 
Internet connection in at least two different 
places along with the fact that you need a 
Network Adaptor. It also says that addition- 
al subscription fees are required and that 
the game isn’t valid for purchase if opened. 
That’s due to the account key, which can 
only be used once for the free 30 day trial. 
Now, I guess it would be better if Sony 
Online put a big sticker on the box that 


didn’t feel that was necessary. That’s 
probably because everyone and their 
mother already knows that the original 
EverQuest was online only, as well. 


Scoft Royce, Stratford, ON 


Attorney Jack Thompson. 


David Miller Jr, Lockport, NY 


www.psmoniine.com 


The so-called "FUN" part! Adding extra 
modes or costumes to somehow motivate 
me to beat it just one more time... | don’t 
care what Solid snake looks like in a 
Tuxedo! A game built on the idea of FUN 
would already have plenty of replay value. 
Kevin Commerford, Rosemount, MN 


| think the overkill on most of the Matrix” 


TECH TALK 


Ah, a fanboy can only dream—for now... | bought an Intec LCD screen 
for my PS2 not long ago—| couldn't find the InterAct screen—and after 
approximately two hours of play, the display becomes noticeably darker 
of its own accord. Is this normal for an LCD screen of this nature, or is 
there something wrong with the one | have? | tried emailing Intec itself 
about it, but have yet to hear anything from them. Do you have any ; 
thoughts on the matter? 

Ryan Hackman, ellys_knight@hatmail.com 





Given that the Intec screen runs off of wall (or car) current, 
and not batteries, this does seem like unusual behavior We've used 
nearly all of the various portable LCD gaming screens here at the office 
and have never noticed the phenomena you've encountered. I'd 
suggest returning the screen for a replacement if you aren't past the 
store's return policy cutoff, or being more direct and calling Intec at the 
number listed in the instruction manual. 


My dad and | want to start playing Everquest Online Adventures together, but 


we don't know if we will start in the same place, or if we have to find each 
other in some giant world. If we have to find each other, we won't bother 
buying it, so please tell me if you know. 


Christi Franks, cfranks2@neo.tr.com 


Unfortunately, if you and your dad play different character 
classes/races, then there’s a good chance that you'll start the game 


in different areas of the world. It may be a little challenging, but it’s 
not like you won’t have fun looking for your dad. Obviously, though, 


the easy way to start in the same place is by playing as the same 
kind of character. 


effects. The first couple of games with 
“bullet time” were cool, but it gets old. 
There is nothing wrong with videogames 


today. It’s all those damn senators who 


because we played G7A. 
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Nick Myers, Fresno, CA 


think we are going to go on a killing spree 


John Dain, Akron, OH 
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Tactical Action Without Equal! 


8 Play over 50 stages across 17 unique maps 
8 Giant siege engines: battering rams, catapults, and bridge layers 
#¢ Fierce new one-on-one duels 

#¢ Create your own officers and bodyguards 

8 New character-specific special attacks 

§ Brand-new Weapon Upgrade System 

8° Kingdom Play! Select a new general for each stage in Musou Mode 
8 3 brand-new officers for over 40 playable characters 
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